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WELCOME TO 

IH20NE2000 



The more astute among you will have noticed 
by now that this is a very special issue of PC 
ZONE. Over the following pages you will see 
the future of PC gaming slowly unfold before 
your very eyes (not literally, obviously). We 
have a feature-packed issue, with a look ahead to 
no less than 200 games you will be playing this year 
and beyond, a comprehensive look at the future of 
online gaming, the search for the PC ZONE game of 
the millennium and tons more besides. 

Moving on to the stuff we don't have: 
unsurprisingly Daikatana did not make it in time 
for review this issue. Yes we know, we put it on the 
cover of the January issue, but that was because 
Eidos told us it would be with us without fail. 
Clearly that didn't happen, so either Eidos screwed 
up, or Ion Storm screwed up, whatever, it just 
didn't happen, so apologies all round if you bought 



PC ZONE expecting a Daikatana review. The fact it 
didn't make it in time for this issue either makes us 
wonder if the game exists at all, or whether it is in 
fact just a figment of Jon Romero's imagination. 
More news on this as we get it, the game that is, not 
Romero's imagination. 

Also notable by its absence is Ultima Ascension. 
We were poised to review it having played it 
extensively over the last few weeks, but EA told us 
the UK boxed version was being held back and is 
not being released until the end of February. This 
is presumably an attempt by EA to ensure the 
UK version ships without all the bugs and D3D 
problems currently plaguing the US version of the 
game. We hope to have a full review in our March 
issue (on sale 10 February). However, regardless 
of the bugs, we managed to get the US version 
running acceptably after much grief, and it has to 



be said it is no masterpiece by a very long shot. If 
for some reason Ultima Ascension appears in the 
shops before we have a chance to review it, we 
strongly advise you not to buy it. The quality of 
the game itself is as much in question at this 
point as the integrity of the QA process. You have 
been warned. 

There is good news for RPG fans however. 
Planescape Torment is finally with us and it's turned 
out to be a bit of a gem. Read our full review on 
page 90 for details. 

On a personal note, I would like to thank you all 
for your support and encouragement throughout 
1999, and 1 hope you will continue to enjoy the very 
best PC games magazine in existence throughout 
2000 and beyond. 

Enjoy the issue - see you all again next month. 

Chris Anderson, Editor 
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IMEETTHE ZONE TEAM 



All PC ZONES reviewers are experts in their field. We like to give every game that comes In for review the 
best chance, which is why we give it to a reviewer who's a fan of the genre 



What will be 
the next big 
thing in PC 
gaming? 



CHRIS ANDERSON DAVE WOODS 

Faster, more affordable Cfieap. high-speed 
Internet connections Internet accounts, and 
will bring online gaming then we can all play 
to the masses. Amen, games like i/rand 03 
as they're supposed to 
be played - with others. 



RICHIE SHOEMAKER MARK HILL 



That people will 
finally realise that the 
best games don't 
necessarily come from 
the biggest developers. 



That finally someone 
somewhere will create 
a decent Star Trek 
game that everyone 
will love. 



PAUL MALLINSON STEVE HILL 

Online football 
management. It's time 
it was done properly. 



I really like that new 
mouse that Microsoft 
brought out recently - 
the one with the 
thumb button. 



What was 
the biggest 
disappointment 
of 1999? 



Ultima IX: Ascension. 
The death of a legend. 



Championship 
Manager 3. 
to get Coventry 
relegated in my first 
season. Haven't 
touched it since. 



TiberianSiJnms\he 
biggest let-down, 
followed by The 
Phantom Menace. 



The continual decline 
of the adventure game. 



Not being able to find 
anyone willing to play 
System Shock 2 
multiplayerwithme... 



Chester City's freefall 
plummet towards 
the bottom of the 
Football League 




CHARLIE BROOKER 



What Will be 
the next big 
thing in PC 
gaming? 



DAVID MCCANDLESS PA^^^ 

There shall be 



PHIL WAND 



KEITH PULLIN 



ANDREW WRIGHT 



I 've said it before and Real war, online. 
I'll say it again; a game Something along the 
where you walk around lines of Team Fortress. 
a small market town 
punching nine-year-old 
girls in the face. 



Flat fee, unmetered A push towards 
a moving of access to the Internet, standardising 

environments towards along with 51 2Kbps machines. Let's face 
real-world k)cales. connectivity thanks to it - PCs are all over 
Cable and ADSL. the bloody place at 
the moment. 



Voice recognition is the 
next big step, but the 
real challenge will be 
interpreting less 
obvious instructions. 



What was 



Biggest gaming 



As usual, Christmas. 



the biggest disappointment of '99: 

disappointment ouicasiAmmk 

of 1 999? ^^^^ thinking 

about it. That and 
not being a bit better. 



Tiberian Sun. it was - 
a tired, unoriginal, 
seen-it-all-before, 
nothing-new, travesty 
of a game. 



Ouakelll.Uke Quake II 
there is absolutely 
nothing unique, 
progressive, or 
remotely stimulating 
about it. 



Too many sub- 



Tit)erianSun-Q\ea\ 



standard first-person game but there just 
shooters. They bore the wasn't enough there to 
crap out of me. justify what, three, four 

years of development? 





INTERSTATE '82 






OMUNE^ 
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ALONE IN THE DARK 4 The scariest 
game in the world. Probably. 



WARCRAFT III Strategy with a twist of role-playing - it's the future, according to 
• Blizzard and its stunnina new floosie, Warcraftili. Check out our huge preview. 



B-17 FLYING FORTRESS 2: THE 
MIGHTY EIGHTH Plane sailina 



PGZCONnNTS 



2000 AND BEYOND 



To lead you Into the New Year with a bang, we've compiled the ultimate round-up of the best previews In town. We've got ail the latest Information and screenslwts 
the 200 hottest games of the new millennium. See what's going to be rociting your bells in the 21 st century 



FIRST-PERSON 
SHOOTERS 

12 TEiUH FORTRESS 2 
14 DUKE NUKEM FOREVER 
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15 STAR TREK VOYAGER: 
ELITE FORCE 

15 SOLDIER OF FORTUNE 
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STRATEGY 

18 WARCRAFT III 
20 THE SIMS 
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21 REPUBLIC 
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22 STAR WARS: FORCE COMMANDER 
25 SOVEREIGN 
25 DARK REIGN 2 
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^i/a/lre/// is Still the 
fastest and best pure 
multiplayer deathmatch 
game you can buy 



ON THE CD 




FULL DETAILS 4 

PACE126I 

That silvery thing on the 
cover is loaded with great 
demos, patches and helpful 
files guaranteed to ensure 
you get more out of your PC 

DON'T MISS 



LE MANS Have you got what it takes 
for high-speed endurance racing? 



Our team of renowned experts review 
all tiie latest and greatest PC games 

NEW GAMES 

84 QUtKE III ARENA 

88 LE NUNS 24 HOURS 

90 PLANESCAPE: TORMENT 

92 INTERSTATE 82 

95 HIDDEN & DANGEROUS: FIGHT 
FOR FREEDOM 

SUPERTEST 

64 PC ZONE GAME OF THE 
MILLENNIUM 

Are you ready for the ultimate supertest? 
From all the PC games ever released 
we've narrowed the field down to a 
shortlist of ten. Which one is going to be 
crowned game of the millennium? 




QUAKE HI ARENA -EXCLUSIVE! 
TRYITFORYOURSaFHERE. 
PLUS... 





A i QUAKE III ARENA Is it better than Unreal TournamenP Find out here with our 
0*1 comprehensive review, and then try our exclusive demo on this month's cover CD. 



PLUS 

The latest update from Savio for CM3, 

along with patches for Dungeon 
Keeper 2, Half Life: Opposing Force, 
Rogue Spear. Shadow Company 
zfu^SpecOpsiL 



Lots of stuff about stuff. Or sometliing 

96 PCZT0P100 

Your ever-changing guide to what's hot 
and what's not in the gaming world. 

126 ON THE CD 

As usual, the PCZONECD is packed full 
with all the latest playable demos and 
patches. See the panel, top right, to find 
out what we've got for you this month. 

116 SUBSCRIBE 

Save money and make sure that you 
get your copy of PC ZONE delivered 
every month. 



Want to know what PC games are going to look like in the next millennium? Or how 
new high-speed connections are going to revolutionise gaming? Look no further 




58 THE SHAPE OF THINGS TO COME 

Bug-fix patch wins full release? Chimps 
clone Pac-Man coin-op? This is the future 
gone mad, courtesy of Charlie Brooker. 

76 ONLINE 2000 

Your 56K modem is about to become 
obsolete. Find out about the new breed of 
affordable high-speed connections. 

104 GREAT EXPECTATIONS 

You're the real experts, which is why 
we've given you the chance to tell us what 
the new millennium is going to hold. 

108 THE FUTURE OF 3D GAMING 

3D is the future and we've got the latest 
news and screenshots from the next 
generation of 3D cards. 

135 THE FUTURE ACCORDING TO... 

20 top developers spill the beans about 
the future of games on the PC. 



O Check the Future of Gaming 
for the latest 3D graphics 
cards and their rather 
natty new tricks. 





AND BEYOND 

IF YOU THOUGHT 1999 WAS GOOD FOR GAMING, JUST LOOK AT 
WHAT THE NEXT MILLENNIUM HOLDS. WE'VE GOT PREVIEWS 
OF 200 OF THE HOHEST GAMES THAT ARE GOING TO BLOW 
YOU AWAY OVER THE NEXT COUPLE OF YEARS... 

screenshots and inside information, so you can see 
for yourself tlie games that you're going to be playing 
and reading about over the next couple of years. 

To help you get your hands on the games you're 
most interested in we've split them into seven 
distinct categories: first-person shooters, strategy, 
action/adventure, driving, role-playing games, 
flight/military and sports. For each section we've 
pulled out the one title that we think is going to 
have the most impact on the genre - put all these 
together and you've got the games that are going 
to set the standard for the new millennium. So, 
what are you waiting for? And for God's sake 
don't say Daikatana. 

10 PCZ0NE2000«86 



It's been quite a year for games. System Shock 2, 
Unreal Tournament, Championship Manager 3 and 
Age Of Empires II- not a bad collection to have 
permanently installed on your hard drive. Quake 
III has also arrived just in time for Christmas 
and you can read our comprehensive review starting 
on page 84. /7a/lrataffa (surprise, surprise) and Ultima 
Ascension missed out on the lucrative festive season 
and should be in the shops before the frost has 
thawed. But what about the rest of next year? What's 
going to be rocking your boat in the 21st Century? 

We've scoured the four corners of the globe to 
bring you news on the hottest 200 games currently 
in development. We've tracked down all the latest 
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FIBSTPEBSON SHOOTERS 

TEAM FORTRESS 2: 

BROTHERHOOD OF ARMS 

O DEVELOPER Valve Software • PUBLISHER Sierra • WEBSITE www.teamfortress.com • OUT Spring 2000 

Phil Wand is no stranger to diving into a foxhole at the first signs of troubie - "Tail(, wallc, fight 
- it's a way of life down my local." He should be well qualified to spot a good rumble then... 



Here's a quick glance at Just some of the 
player classes available in Team Fortress 2 



Commander class dictates squad strategy by observing 
the ensuing battle from above. Players control him in 
much the same way as in Tiberian Sun, allowing real- 
time positioning of troops, setting of waypoints, and 
supplying infonnatkm to ensure the whole team's victory. 



Comprising of Light Infantry, Field Medic, Rocket 
Infantry and Heavy Infantry, this is the class that 
provides most of the meat in battle. All are suitably 
equipped with weapons such as the M16-A2 machine 
gun, M240G heavy machine gun and RPG. 



Equipped with a grenade launcher and plastique, 
Commandos are able to blow away walls with a 
well-timed blast. Useful to back up the Infantry classes 
with noise and destruction. 



7F? totally invigorates the Engineer class, enabling 
him to build an unlimited number of structures, from 
power generators and ammo dumps to sentry guns 
and remote cameras - all of which deplete the team's 
overall power supply. 



Everyone's favourite, the Sniper is perfect for sitting 
in a daric comer and picking off distant targets. As a 

S class, it is perfiaps unique in being able to wholly 
destroy the morale of an advancing squad. 



SPY 

Familiar to existing Team Fortress 
players, the Spy is able to infiltrate 
and assassinate by disguising 
himself as the enemy. Best used to 
creep up alongside snipers, knife 
them in the back and then take off. 



□ fter many long, blurry-eyed nights 
of co-operative Doom, the first- 
person gaming world decided 
that Deathmatch - beefy marines 
running around maps, scoffing all 
the toys and letting loose at 
anything that moved - was 
the way forward. Most of us 
went along for the adrenaline, 
but secretly we yearned 
to work alongside other 
people instead of 
whisking their innards 
into a souffle. We 
wanted to shout orders. 
Yell for help. Go on 
reconnaissance 
missions. Be choosy 
about gobbling power- 
ups in case someone 
else needed them. 
Remember that warm, 
fuzzy feeling when you gave 
up the plasma rifle to a friend 
who had nothing but a pistol? 
Sure you do. Because, like us, you 
wanted to feel part of a close-knit crew. 

When Quake arrived, it was a bit of a let down. 
No, it was a lot of a let down. Many gamers 
considered it a step back from the co-operative 
nature of Doom, and left in droves for the likes of 
Duke Nukem and Hexen where the old team spirit 
was still alive. Just as they all upped and went, 
though, Aussie programmers Robin Walker, John 
Cook and Ian Caughley came up with the now 
legendary Team Fortress mod for Quake. Suddenly 
id's rather introverted blast 'em up had been 
transformed into a massive, online, multiplayer 
experience with different player classes, unique 
weapons, and a single goal for the whole team. 
The maps were also designed to enhance this 
teamplay aspect and also... 

STRATEGY 

It's considered a dirty word in action circles, but 
strategy is still the core component of every Team 
Fortress game, whether running under Quake, 




Half-Life or standalone in the form of Team Fortress 
2. And it's strategy that TF2 has as its building block. 
"Player objectives will be simple enough for new 
players to understand," says Rob Walker, the game's 
lead designer, "but complex enough for more 
experienced players to organise themselves and do 
a whole lot more than just shoot each other." 
The game will ship with around 
20 maps and four separate 

campaigns, each designed to 
highlight one of the many 
strains of gameplay, 
including Capture 
the Flag, Territorial 
Control and Escort. One 
variation includes a 
scenario where all 
players stan out as 
engineers working 
together to build 
structures that unlock 
new classes. Sadly, and 
perhaps a little worryingly, 
rumour has it that there 
will be no 2Fort variants 
(small maps where two 
bases face each other). "Multiplayer 
gaming is all about interacting with people," 
continues Rob. "So we're spending a great deal of 
our time creating environments for players to 
interact in. We're putting people into situations 
where success relies on them working together as a 
team. Most of the current maps simply don't do that." 

But that doesn't mean you have to interact or have 
to work together. Unlike previous incarnations, TF2 
will come fully loaded with intelligent AI players, 
based around the frighteningly realistic core code 
from Half-Life, with each bot able to use any of 
the different classes. So you could, for example, 
arrange a 16-player game where you are the only 
'real' participant, and leave the teamwork side of 
things up to your CPU. 

Another diversion from the past is that individual 
kills won't show up. The only score that counts is the 
score you get as a team, which will further distance 
the game from straight Deathmatch. Before you 
moan, think about it for a second: picture yourself 
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See the demolition expert clinging to ttie pillar? It's his job to blow the bridge and stop the enemy convoy. 



playing the TF2 Beach Assault campaign, based 
on the Normandy invasions of 1944. Notching up 
masses of frags would be pretty meaningless if the 
raid fails and your team loses, wouldn't it? 

ENGINE 

Existing versions of Team Fortress have been limited 
somewhat by the underlying graphics engine, 
whether it be Quake or Half-Life, with player classes 
restricted to standard game models and overlaid 
with variable colour skins. In TF2, though, 
everything changes. The new software powerhouse 
is a modified version of 
the original Half-Life code 
(itself a modified version 
of id Software's Quake 
engine) and able to use 
top-quality textures and 
effects. As long as you 
have a suitably beefy 3D 

accelerator card, such as a 3 Dfx Voodoo3 or Riva 
TNT2, you'll be able to experience TF2 as it was 
meant to be experienced. 

Teams are no longer colour coded red and blue, 
and will instead be identified by a combination 
of uniforms and urban, desert, jungle or Arctic 
camouflage. Each class is built around a unique 
skeleton, making around 32 new models in total, 
and you'll be able to download and use individual 
skins to identify yourself from other players in the 



^The parametric animation 
system used for the skeletons 
is an astonishing leap forward 
for the first-person genre^ 



same class, making an almost infinite number of 
different combinations. 

The parametric animation system used for the 
skeletons is an astonishing leap forward for the 
first-person genre, and looks as though it could be 
way in advance of anything Quake III Arena has to 
offer. Complex movements can now be rendered in 
real time, and Valve have used this to inject added 
realism to the whole experience. Squads caught in 
the blast of explosions are thrown up and forward 
with an obvious jolt, reaching out to break their fall. 
When they hit the ground with a bump, their limbs 
are thrown backwards by 
the impact. You'd think 
that you were watching a 
glossy cut-scene rather 
than the genuine, on-the- 
fly, in-game action. 

TF2 also promises to add 
vehicles such as tanks, 
helicopters, armoured personnel carriers and 
submersibles. But as with so many aspects of the 
game, the exact line-up of features has yet to be 
confirmed - and it's for this reason you shouldn't 
wrinkle your nose and prejudge it. We know it looks 
overly elaborate, we know it's a massive leap from 
the simplicity of Team Fortress Classic, but that 
shouldn't put you off. Valve know their market like 
no other developer, and are renowned for getting 
things right. Just wait and see, okay? C9 



RIGHT HEBE. BI GH T NOW 

As Team Fortress 2 is still being screwed 
together, what about some of the team- 
based action games you can go and buy off 
the shelf later today? Are they going to wilt 
in the shadow of Valve's looming giant? 

UNREAL TOURNAMENT 

Recently released team-based action shooter built 
around the exquisite f/n/iea/ graphics engina Features 
a long rack of juicy new weapons, decent maps and all 
manner of multiplayer options. Unforhjnately, it lacks 
that Inexplicable 'real-life smoothness' of Vahre's game 
engine, and instead plays more like Quake, 



With a super-slKk graphics engine, a server capable of 
playing host to 64 simultaneous gamers, Wbes looked 
like being a sure-fire hit. In terms of US sales, it was. 
Against Team Fortress 2, though, Tribes looks a little 
nisty round the wheel arches. The landscapes are 
bland, the graphics weak, the gameplay a little 
uninvohring and the weaponry rather dull. 



While you're waiting for Brothertiood Of Anns, why not 
try Team Fortress Classitff Those of you with a copy of 
Half-Ufe and the 1 .0.1 .3 update patch on our cover CD 
will already have it lurking on your system. As with 
many people, it'll cause you to have doubts about its 
sequel - couM TF2 end up too complex to be fun? 

9UAKE 2 

OM but gdd. Quake still pulls in the sales. And it's not 
hard to see why: heavy, noisy, frantic, visceral action, 
combined with solid gameplay and masshre online 
support Modifications such as the first Team Fortress 
and Action Quake are still popular. For many, though, it 
couM have been so much more - and wasn't 
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ALICE 

O DEVELOPER AiTiuficaii McGee • PUBLISHER 
Electronic Arts • WEBSITE alice.ea.coin • OUT Late 2000 
Looking 
somewhat 
malevolent in 
appearance, 
Alice is based 
around Lewis 
Carroll's books 
and exploits ttie 
Quake III engine. 
You respond to a mysterious summons to return to 
Wonderland, and realise that something has gone very 
wrong: diseased atmosphere, confusion and mortal 
danger surround you. It's up to you to put the Queen of 
Hearts in her proper place. Nasty toys, vicious-looking 
creatures, disturbing arenas and devious puzzles give the 
whole thing a distinctly unhinged feel. 

GANGSTER 

O DEVELOPER Illusion Soflworks • PUBUSHER Take 2 
Interactive • WEBSITE www.illuslonsoftworks.com • 
OUT Early 2000 

Illusion Softworks are the only professional computer 
games developers based in the Czech and Slovak 
Republic, and are responsible for Hidden & Dangerous 
(PCZm, 91%). Very little is known about Gangster, but 
we're pretty sure it'll use the same graphical powerplant 
behind Hidden & Dangerous and the fab-looking Flying 
Heroes. This means particle effects, multiplayer support, 
dynamic lighting, and various other treats. All from an 
Eastern European company who've been in business 
less than two years. 

HALF-LIFE 2 

O DEVELOPER Valve • PUBUSHER Sierra • WEBSITE 
www.valvesoft.vare.com • OUT Late 2000 
Question: how would you top Half-Lif^ We can only 
guess at the answer, because Valve are saying nothing 
about the sequel to the finest first-person shooter ever. 
What we do know is that Sierra's games department is 
being headed up by Mark Hood, the guy behind titles 
such as SWAT 3D, Pharaoh, and numerous Sierra hits 
from the past. With Team Fortress 2 looking so good. 
Half Lite 2 m\\ be better than sex. We guarantee it. 

DAIKTANA 

O DEVELOPER Ion Storm • PUBUSHER Eidos • 
WEBSITE www.ionstorm.com • OUT Your guess is as 
good as ours 









O DEVELOPER 3D Realms Entertainment • PUBLISHER GT Interactive • WEBSITE www.dukenukem.com • OUT Spring 2000 




It's getting beyond a joke now. Daleatana still isn't with 
us, despite the promise of review code for the January 
Issue. (Eagle-eyed readers might have noticed it on our 
cover.) It's still not here and we're starting to wonder if 
Romero's Qmlce -beater actually exists. Don't expect to 
see a review next month and you won't be disappointed. 

1DSIX 

O DEVELOPER Segasoft • PUBUSHER SegaSoft • 
WEBSITE www.heat.net/10six/ • OUT TBC 

I With up to one 
million people 
taking part in 
the same game, 
WSIX \s the 
biggest and 
most ambitious 
multiplayer 
project to date. 
The game itself is an action/strategy hybrid - think 
Battlezone //online and you won't be far oft the reality. 
You can sign up to take part in the public beta test at the 
following address: www heat.net/10six/ 
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ans of the original hard- 
talking hard man of action 
games, Duke Nukem, are some 
of the most loyal you'll find. 
rheyVe been waiting patiently 
for a follow-up to Duke Nukem 
3D for close to four years now. 
Duke Nukem 4, officially titled 
Duke Nukem Forever, will be 
arriving some time next year 
and will use Epic Games' slick 
Unreal engine. The story for 
the game is this: Duke Nukem's 
arch nemesis, the cyborg Doctor 
Proton, has taken over Area 51, 
Las Vegas, and the surrounding 
areas. The Doc is using alien 
artefacts from Area 51 to contact 
aliens from around the galaxy 
and recruit them into his evil 
army. Naturally, the only dude 
with big enough balls to stand in 
his way is Duke. Promised is the 
usual array of beefy weaponry, 
including a variation of the 
original Shrinker gun, and 
numerous multiplayer options 
and Internet compatibility. Also 
hinted at is co-operative play, 
which is 'a distinct possibility'. 




O The Duke is 
back - and 
after all of this 
time, tie's still 
no friendlier. 

9 Parking Is 
still a major 
problem in 
ttie drive-by 
shooting world 
Inhabited by 
Duke Nukem. 



O DEVELOPER MicroProse • PUBLISHER Hasbro Interactive • WEBSITE www.microprose.com • OUT Early 2000 



□ nother first-person shooter based around the Unreal 
engine, X-COM Alliance is a significant departure 
from the turn-based strategy of all its predecessors. 
The plot and gameplay, though, should be familiar to 
existing players. It's the year 2062, and you're put in 
the boots of a marine who's leading a squad to recover 
supplies from the final battle scene of the first X-COM 



outing. One wormhole, 60 light years and several 
aspirins later, you find yourself stuck in the middle of 
an intergalactic battle between two alien nations. It's 
your job to search the alien ships on both sides, recover 
artefacts and find a way back to Earth through 15 or 
so missions. X-COM Alliance should retain a strong 
strategy element with players able to command and 
organise squads, with 
your stranded ship, 
the SS Patton, acting as 
your base from which 
you select and equip 
your men and research 
into new technologies. 
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O DEVELOPER Raven Software • PUBLISHER Activision •WEBSITE www.ravensoft.com • OUT Summer 2000 



maving kept everyone guessing with their choice of graphics engine, Raven finally chose Quake /// Arena to 
underpin their upcoming title, FAite Force. Hyped as the ultimate science fiction first-person shooter, it's the 
first title licensed from Paramount to be based around the Star Trek: Voyager universe. The game places you aboard 
the USS Voyager as a member of an elite security force, the Hazard Team. After an alien 
species beams aboard and takes control of the ship, it's up to you and your cohorts to 
defend the ship, rescue the situation and save the universe. Led by Commander 
Tuvok, you'll go up against a variety of enemies and switch to a number of different 
locations, including deep inside a Borg cube. Missions will include solo play and 
team based challenges, with full multiplayer options to include Capture the Flag, 
Free For All and Holomatch variants. 




The muscular Quake HI 
engine should really 
make Elite Force shine. 
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O DEVELOPER Raven Software • PUBLISHER Activision • WEBSITE www.activision.com • OUT February 2000 




Never let it be said that Raven like to prey on stereotypical images of gung-ho, American 
9iin-lovers in bandanas and HarleyT-slUrts. Oops, too late. 



Bicensed from the US gun 
fetish mag of the same 
name. Soldier Of Fortune 
attempts to weave traditional 
mission-based gameplay into a 
contemporary setting. Taking 
you halfway across the world, 
it casts you as a 'consultant' 
hired by the US Government to 
track down four stolen nukes. 
With 26 levels to tote over 10 
guns around, it's basically you 
against terrorists (and a few 
dogs - which will please Steve 
Hill), armed with guns that 
look real, that controversially 
expose real-looking innards 
on successful operation of 
the trigger. It's not shon on 
multiplayer options either, 
with arcade, team and realistic 
deathmatching, capture-the- 
flag and more besides. It may 
use the old Quake II engine, 
but Half-Life used Quake I. And 
we all know how well that 
turned out. Things are looking 
good for Soldier Of Fortune. All 
will be revealed next month 
when we should have the full 




EXPERIENCE 

O DEVELOPER The Whole Experience • PUBLISHER 
TBA • WEBSITE www.experlence3d.eom • OUT 

Summer ?ono 

I A role-playing 
I action shooter. 
Experience \oo\^ 
■ more lil<e reality 
I than fantasy. 
But the mighty 
WXP3D engine 
t)ehind the sci-fi 
I blast promises 
more t)esides arresting visuals. It allows you to interact with 
creatures you meet - if they like you, you'll even be able 
to ride them. WXP3D supersedes Quake and Half -Life by 
being fully custom isable. so game mods, total conversions 
and licensing may give the title serious longevity. 

NAVY SEALS 

O DEVELOPER Codemasters • PUBLISHER 
Codemasters • WEBSITE www.codemasters.com • 
OUT Summer 2000 

Ic^CSHH^^HHI Codemasters 
have recently 
established 
a satellite 
development 
studio based 
in Oakhurst, 
California, on 
I the edge of 

the Yosemite National Park. The main project line will 
involve the revival of the squad-based tactical simulation 
Navy SEALS after the original development house closed 
down. The game will draw on the experiences of former 
SEAL and best-selling author Richard Marcinko, 
ensuring authentic gameplay, realistic settings and 
true-to-life weaponry, and should be available towards 
the middle of 2000. 

W0LFENSTEIN2000 

O DEVELOPER Xatrix Entertainment • PUBLISHER TBA 
WEBSITE www.xatrlx.com • OUT End 2000 
It's been some time since we glided up and down square 
corridors, searched square rooms, and shot at square- 
headed enemies who shouted "Spioft " every time they 
saw us. Looking back, it all seems rather humdrum 
alongside the likes of Half-Life and Unreal Tournament. 
Rumour is that Xatrix, the development team behind 
Kingpin, will transport us back to 1940s Germany with 
the Owa/ce-powered Castle Wolfenstein 2000. Given 
modern graphics technology, it should be quite a trip. 

UNREAL 2 

O DEVELOPER 1 egeiid • PUBLISHER GT Interactive • 
WEBSITE www.legendent.com • OUT Late 2000 
Unreal 2 is currently on the factory floor at Legend 
Entertainment, the small but successful software team 
behind Ttie Wtieel Of Time, Mission Critical an6 the 
Unreal Level Pack. Although GT Interactive will publish it 
as an Epic f^egaGames title, all the hard work is being 
carried out on their behalf by Legend. The upcoming 
sequel, due towards Christmas next year, will use all 
new technology, new enemies and titillating weaponry - 
something the original game lacked. 

WARIMMMER 40K: AGENTS OF DEATH 

O DEVELOPER Mirage Media • PUBLISHER TBA • 
WEBSITE www.mirage.com.pl • OUT Spring 2000 

Warsaw- based 
Mirage Media 
are using their 
luscious Mortyr 2 
game engine as 
the basis for a 
new first- person 
shooter due in a 
couple of months. 
Fashioned arouin, : . . ..i jinmer universe, and licensed 
from Games Workshop, Wartiammer 40.000: Agents Of 
Death features all the characters, visuals, audio and 
locations from ttie popular Warhammer world. As yet to 
sign a publishing contract, the GW licence and early 
screenshots should be enough to secure a deal. 
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Some thug lets loose with a gun straight off the 
side of an Apache chopper. 
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PROJECT VI 

O DEVELOPER Digital Platoon • PUBUSHER TBA • 
WEBSITE www.digitalplatoon com • OUT Early 2000 
Relive autiientic 
SEAL missions 
with guerrilla- 
style warfare, 
advanced combat 
tactics, hostage 
snatching and 
heavy reliance on 
your team mates. 
Missions in Project V1 promise to take players from land 
to sea and from sea to air, and to take advantage of ultra- 
realistic combat items. Flares are set to make night 
combat a hoot, and LAN options will allow head-to-head 
or teamwork play. 

HIRED GUNS 

O DEVELOPER VR1 • PUBUSHER GT Interactive • 
WEBSITE www.vrl .com • OUT Early 2000 

I A futuristic 

shooter set in a 
I neon-soaked 

cyberpunk world 
I that uses the 
Unreal engine 
for its visuals. 
A unique quad- 
screen, multi- 
windowed interface allows players to control a squad of 
four mercenaries, making an interesting variation of the 
action/strategy genre. Co-operative multiplayer features 
will be a welcome addition, as will team play and strategy. 
Each squad member has different skills and abilities and, 
with ttie developers using Half-Life as their benchmark, 
we should be in for a treat. 

PRIVATE WARS 

O DEVELOPER TS Group Inc. • PUBUSHER TBA • 

WEBSITE www.tsgroup-inc.com • OUT Early 2000 
Taking place 
in a '90s real 
world setting. 
Private Wars is 
I a squad-based 
combat shooter 
where you, a 
mercenary, get 
to tackle a 

variety of real world threats, from Colombian drug barons 
to Middle East terrorists. Missions involve industrial 
espionage. ViP kidnappings and border conflicts - the 
kind of exciting stuff you get to see regularly on the Nir)e 
O'clock f^ws. The game has the Eternity graphics engine 
under the hood providing all the slick visuals. 

NO-ONE LIVES FOREVER 

0 DEVELOPER Monolith Interactive • PUBLISHER 
Microids • WEBSITE www.lith.com • OUT Autumn 2000 

1 ^..^^^m^^^^^^^ With over-the-top 

ll . ^^^^^^^B style Bond action 

P^^^^^^^Mpa^^^Z^^I and wry humour, 

^^^^H tt/^^^Wj^^M Forever \s an 
^^Hjj^^^^B^H^H action 

^^^^^^^^^HH|pMll^ of pretty much 
I^^^^^^HKi^ every 
■■■■M!^ from the 1 960s. 

As Adam Church, you play an impossibly suave, debonair 
agent for Ml-Zero. Her Majesty's Most Secret Service. 
The game features more than 20 weapons and some 
extravagant gadgetry that even Q would be proud of. 
The MonoLlth engine supplies the retro '60s looks and 
glorious settings from sunken freighters to casino halls. 

SPEC OPS ill 

O DEVELOPER Zombie •PUBLISHER TBC • WEBSITE 
viww.zombie.co • OUT TBC 
We've only just reviewed Spec Ops //but that doesn't 
mean the developers are sitting back and taking a 
well-earned break. No sir, instead they're hard at work 
creating Spec Ops III for your delectation. No rangers this 
time around. Instead expect Navy Seals rendered in the 
glorious LittiTech 2 enq\ne 




hVi\ii^i\n\:i'yMi 



O DEVELOPER Cavedog • PUBUSHER GT Interactive • WEBSITE www.cavedog.com • 



msing something called the 
Amengine for its graphical thrust, 
Cavedog's blast looks nothing short 
of fabulous. The plot opens with a 
murderous derangement awakening - 
hence the name - within a third of the 
world's population. In the following 
confusion, millions end up dead. 
Enter the hero of the hour, Bishop 
Six, an incredibly dedicated SAS 
commando (yes, he's British) who 
takes command of a military strike 
force and attempts to wrestle back 
control of the planet from the hands 
of nutters. Amen: The Awakening takes 
place across 12 massive levels nearly 
ten times the size of the average first 
person arena. Challenges await 
at every comer, from simple 
monkey-puzzle stuff to 
quandaries that wouldn't 
look out of place in the 
average adventure game. 
Each environment you 
enter is realistically built 
using a brand new software 
platform and features a 
variety of locations, such as 
subway systems, airports, and 
military complexes. 





Dark and moody, Amen looks 
like it'll really suck you In. 



O DEVELOPER Dynamix • PUBLISHER Dynamix • WEBSITE mvw.tribesplayers.com OUT Early 2000 



Will we have time to take in the impressive effects? j 



Thankfully the Extreme elements of single-player Ttibes will be in the sequel. 



want the good news or the 
?ws first? On a dark note, 
lave cancelled Tribes Extreme, 
mised to add single-player 
impaigns to the world of 
Thankfully, most of the work is 
2 transferred to the full-on 
bes2. 

is also going to look stunning, 
ihanced engine that promises 
al obstacles such as water and 
foliage. There are also new 
ather effects, such as clouds 
ind random lightning bolts 
that can strike you in the air 
and on the ground, and 

I new vehicles including a 
ground version of the scout 
vehicle and a turreted assault 
vehicle. Voice support is 

going to be present and 
orrect, which should add the 

II piece of the online jigsaw, 
ility to communicate without 

stopping and typing should render the 
team-based missions unmissable. 

The first Tribes never enjoyed the 
success here that it did in the States, but 
hopefully cheap and free Internet access, 
mixed with Al-controlled bots, should 
make the difference for the sequel. 
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O DEVELOPER 3D Realms • PUBLISHER GT Interactive • WEBSITE www.3drealms.com • OUT TBC 




Just look at those, er... textures. 



ne of the most talked about first- 
person titles, and originally billed 
as a Quake killer, Prey has now been 
shaded by other, better looking and 
seemingly more exciting titles. 
Work on it was halted in 
December 1998 after the 
development team 
shuffled over to the 
Duke Nukem offices 
tjo complete the code 
tTiere, yet people are 
still babbling about it 
as though it will rise 
from the ashes and 
conquer the world. Fat 
chance. Mind you, the 
game technology remains pretty 
radical, with the PreyOS operating 
system being used to provide a 
framework for game code. It was 
designed to make licensing a cinch, 
but the arrival of Half-Life and Quake 
III killed it dead in the water. Maybe 
one day you'll be able to step into the 
shoes of Talon Brave, an American 
Indian who gets to battle three alien 
species but, right now, the sensible 
money would be on it being canned. 





ill 




O DEVELOPER Looking Glass • 


PUBLISHER Eidos Interactive • 


WEBSITE www.eidos.co.uk • OUT Spring 2000 



Uhief: The Dark Project was a great game, but one 
with several obvious flaws - lack of a multiplayer 
option being one of them. Even after rave reviews, 
it remained a curiously-low key affair, with many 
gamers unaware of its praise worthiness even today. 
Undeterred, developers Looking Glass went ahead with 
plans for another, listening to every criticism of their 
original code. By way of response to their critics, they've 
gone and created a stunning-looking sequel based on 



the same core code as the awesome System Shock 2. 
Naturally, the new title features multiplayer, and will 
even include a new co-operative mode where players 
have to work together to get through missions. There 
will also be multiplayer-specific mission objectives and 
challenges that require collaboration to win through. 
There's a swarm of new player items promised, although 
the development team are being careful to retain the 
original Thief s brilliantly balanced gameplay. 





Exploding cufflinks, the Ideal Christinas gift 



RUNE 

O DEVELOPER Human Head • PUBLISHER Gattiering 
of Developers • WEBSITE www.godgames.com • 
OUT Late 2000 

I Using an 
enhanced version 
I of ttie Unreal 
engine and being 
developed in 
partnership 
witti Epic 
MegaGames, 
1 Rune is a game 
based on the myths and legends of the Vikings. Here 
players must solve the secret of the Dark Vikings and 
explore areas ranging from the underworld kingdoms and 
mountains of the Dark Vikings to vast Dwarven forests and 
beyond. Much of the weaponry is for close combat, with 
particular focus on swordsmanship, knives, clubs and axes. 

HIDDEN & DANGEROUS 2 

O DEVELOPER Illusion Softworks • PUBUSHER Take 2 
liitetaclive • WEBSITE www.illusionsoftworks.com 
• OUT Late 2000 

After Czech-based developers Illusion Softworks signed 
with distributors Take 2 Interactive, they began work on 
an augmented games line-up. As well as finishing a 
Dreamcast version of Hidden & Dangerous, they're 
contracted to produce a PC mission pack for the title, as 
well as Hidden S Dangerous 2. Nobody is saying anything 
about the sequel, but given the success of the original, 
we believe it'll be another lewel in the first-person crown. 

SPELLDINDER: THE NEXUS CONHJCT 

O DEVELOPER Mythic/Centropolis • PUBUSHER TBA 
WEBSITE wvAv.mythicgames.com • OUT Late 2000 

I Based around the 
. Rolemaster pen 
I and paper game. 
Mythic's latest. 
Spellbinder \N\\\ 
allow thousands 
I of players to 
rjj blast away online 
A- '\ 'ml with close to 200 
spells and effects, and four unique character classes 
within six architecturally distinct arenas. With the backing 
of Centropolis Entertainment, the people behind science 
fiction blockbusters such as Independence Day and 
Godzilla, and the engine from Prince Of Persia 3D, it 
should be a title virarth waiting for. 

DOOM 2000 

O DEVELOPER TeamTNT • PUBUSHER Activision • 

WEBSITE www.teamtnt.com • OUT Early 2000 
Described as "arriving in time for you to have something 
to play on your computer after the power grids fail." there 
are many unanswered questions about Doom 2000. Like, 
exactly how(^o you play the game with no electricity? We 
know it's being put together by the same people who 
brought us Final Doom, and that it'll be based on original 
code, so don't expect jumping, crouching, or any of the 
other thinns you've come to rely on. 

SEED 

O DEVELOPER Humansoft • PUBLISHER TBA • WEBSITE 
www.seedgame.com • OUT TBC 
Next time you play a first-person action game, try looking 
down at your feet. See. you don't have any. To all intents 
and purposes you are just a floating ball of flesh holding 
a gun. Seet^ hopes to change all that and combine 3D 
shooting with platform action, with where you place 
your feet being just as important as where you aim your 
guns. Intriguing, isn't it? 

STAR WARS: DDI-WAN 

O DEVELOPER Lucasarts • PUBLISHER Activision • 
WEBSITE www.lucasarts.com • OUT Christmas 2000 
Essentially this is Dark Forces ///and the first Star Wars 
shooter to be based on The Ptiantom Menace. Or is it? 
By the time Obi-Wan comes out, the second episode of 
Star Wars will be upon us. Will we see Ewan taking on a 
young Darth Vader, or will he be training the little bleeder? 
More importantly, will we be able to finally sever ttiat 
Gungan head? Answers very soon. 
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WARCkAFT 

O DEVELOPER Blizzard Entertainment • PUBLISHER Blizzard Entertainment • WEBSITE www.warcraft.com • OUT Winter 2000 

After four long years, Blizzard are looking to redefine the strategy genre with their new offering. 
Steve Ml// grows a beard in anticipation 




hen is a real-time strategy game 
not a real-time strategy game? 
When it's a role-playing strategy 
game, it would seem, as this is 
how Blizzard is touting the third 
instalment of its immensely 
popular Warcraft series. 
Arguably its most highly anticipated title 
ever, Warcraft III represents something 
of a departure from the current 
generation of real-time strategy 
games, as well as a sizeable leap from 
previous incarnations. Now in full 
3D, as opposed to the top- 
down affairs of yore, 
Warcraft III can be 
conveniently described 
as a 3D RPS. 

Clearly the very 
mention of role- 
playing is enough 
to send shudders 
down the spine of 
any normal, right- 
thinking person, 
with its connotations 
of real ale, unkempt 
facial hair, 

questionable personal 
hygiene and limited social 
outlets. However, by 
introducing role-playing 
elements to the Warcraft 
universe, Blizzard intends to elevate 
strategy games to a new level of 
interactivity. 

Instead of focusing on resource gathering and 
accumulating massive numbers of expendable 
units, it is hoped that Warcraft III will immerse 
players in a more dynamic world, making the game 
environment much more compelling. You will 
control smaller, more powerful forces as they 
embark on adventures, complete quests and 
interact with non-player characters, while 
simultaneously devising strategies to succeed in the 
ultimate goal of defeating your opponents. 

It's an ambitious idea, but the game's producer, 
Rob Pardo, is convinced that it's the way forward. 

'The guys didn't want to make the same game 



again. When we started, we didn't even call it 
Warcraft III. It was going to be a new game in the 
Warcraft universe. We've been arguing back and 
forth about whether to call it Warcraft III. We finally 
decided to call it Warcraft III because it takes place 
in the same world, and it is based on events of 
previous games. It is the sequel to Warcraft II, and it 
does have real-time strategy elements. We said as 
long as we make people understand the differences 
of this game, then we should call it Warcraft III.'' 
So is the emphasis on strategy or role- 
playing? 

It is still primarily a 
strategy game. There 
will still be town 
management and 
resource 
management. 
The player will 
be building his 




ores and humans kicking the living daylights out of 
each other in a quest for supremacy. Warcraft III is 
set to complicate things further by offering six 
different races, each with unique units, magical 
abilities and weapons of war. Blizzard is currently 
keeping its cards close to its chest, but we can 
confirm that humans and ores will be back, along 
with a debut appearance from demons, leading to 
all manner of other-worldly shenanigans. 

Rest assured that there will be plenty of 
scuffling, as Blizzard are aiming for a ratio of 30% 
base managing and troop organising, against 70% 
tactical combat, questing, and interacting with the 
world and NPCs, which is approximately the reverse 
of most RTS games. 

With such emphasis placed upon it, clearly the 
combat will have to be something special. Whereas 
Blizzard's previous strategy games had normal units 
and heroes, Warcraft III will now have normal units, 
hero units, and named heroes. The named heroes 



^Humans and ores will be back, along with a 
debut appearance from demons, leading to all 
manner of other-worldly shenanigans^ 



units and 
heroes from 
their hometown 
and building up a 
tech-tree to enable 
higher end units. The 
main difference is that we 
want to add role-playing in an 
interesting way." 

KlU THE PRESIDENT 

These comments were echoed by Mike Morhaime, 
president and co-founder of Blizzard, who was 
moved to announce: "With the release of StarCraft, 
we felt that we reached the pinnacle of what could 
be accomplished in the current generation of 
strategy titles. Our goal with Warcraft III is to carve 
out a new direction for strategy games by 
incorporating the interactive dynamics present in 
role-playing games and applying them in a 
competitive strategic combat environment." 

Ah yes, combat - the crux of any decent strategy 
game. Until now, Warcraft has always been about 



will be unique and legendary characters that propel 
the story - much like Kerrigan and Zeratul in 
Starcraft - while the hero units will be the special 
units that you group your regular troops under. 

Blizzard says there will be about six heroes per 
side, and that they will gain experience, advancing 
in level and power. Heroes will be vital because you 
won't be able to group or control units without 
them. You won't even be able to scroll around the 
map any more. Instead, you will only be able to 
jump views between towns and heroes. These 
heroes will gain extra abilities as they go up in level, 
and, as in Diablo lU they will be able to choose from 
a variety of skills as they advance in level. 

WIZARD ALERT 

During combat, there will be more options and, 
due to the emphasis on fewer units, less micro- 
management. Each unit will have a special skill so, 
for instance, the grunt will be able to go berserk, 
the minotaur will have a bull rush and the wolf 
rider will be able to throw nets. Budding wizards 
needn't feel left out, as there will still be traditional 
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spellcasters with even more advanced abilities. 

As for the story, it carries on from Warcraft II, 
and is largely the kind of sub-Tolkien nonsense 
you'd expect. However, fans of the Warcraft 
universe may be interested to learn that it 
combines elements of the long-since ditched 
Warcraft Adventures, the developers at least 
culling something from the canned title, including 
a few characters. 

The story is clearly something that Blizzard 
considers important, and Pardo says: "You saw 
some of that in Starcraft, and we're just taking it 
to the next level. There will be lots of in-game cut- 
scenes - both little ones and big ones. We'll go as 
far as our creativity lets us go. You see what Half- 
Life did to action games? I'd love to do that to 
strategy games." 

It's an ambitious aim, but if anyone can. 
Blizzard can. ^ 



i 





FIVfcur THE B ES I 

It's a crowded market, and here's what 
Warcraft III m\\ be up against 

' 0 (Sierra) 
Redefined the RTS genre, 
this toolc strategy into the 
depths of outer space with 
unparalleled freedom of 
movement. Looks great, plays 
supeitly. No wizards, though. 



DUNGEON KEEPER 2 

(Electronic Arts) 
Bullfrog's original turned the 
goblin cliche on their head, 
and this sequel refined the 
gameplay and vastly improved 
the graphics. 

TOTAL ANNIHIUTION: 

-ictive) 
Wizards and archmages 
abound in this follow-up to 
the more orthodox warbound 
original. (Varcra/f ///should 
be miles better. 

AGE OF EMPIRES II: AGE OF 
KINGS (Microsoft) 
Faster, stronger and better 
than before, Warcraft nils 
going to have to be pretty 
special to match this 
epoch-spanning classic 

1AGIC& MAYHEM (Virgin 

Goblins and ogres from the 
makers of X-COM. Still great, 
bu\ Warcraft nrs full 3D 
engine should knock this into 
a pointy hat 








Role-playing strategy! Whatever will they think of next?j 
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II0MEW0RLD2 

O DEVELOPER Relic • PUBLISHER Sierra • WEBSITE 
www.sierra.com • OUT IRC 

^^^S^^ 4 / flight have been 

■^^H|^^^V an intriguing and 

^HP^^BBjl^^^^^ graphically 
^^i^^FT^^^^E^i^^ impressive 

game, but the 
one thing it 
lacked was 
some kind of 

tangible atmosphere, offering no more than a generic 
version of space sci-fi tomfoolery. Throw a Battlestar 
Galactica licence into the mix, though, and it's 
a whole different ball game. Except for those too young 
to remember it. Or too old. 

AGE OF EMPIRES III 

O DEVELOPER rfisemble • PUBLISHER Microsoft 

• WEBSITE www.microsoft.com • OUT TBA 

The dust might still be settling on Age Of Empires III: Age 
Of Kings, but rest assured that Bruce Shelley and his 
team are already mulling over the possibilities for the 
difficult third instalment. 

It's hard to see where they go from here, though, as 
they've covered pretty much every historical era. Pertiaps 
they'll set it in the present day. 

ALIEN BREED: CONFUCT 

O DEVELOPER Team 1 7 • PUBLISHER Hasbro 

• WEBSITE www.teaml Z.com • OUT TBA 
I Team 1 7 have 

been flogging 
Allen Breed in a 
I variety of guises 
I for the best part 
of seven years. 
' Originally a 
1993 Amiga 
I title, it was then 
releaivjiJ do Anai Biccii Special Edition, setting a record 
of 33 unbroken weeks at No 1 in the UK Gallup charts. 
Alien 8re«/ 3/) appeared in 1996, and now they've gone 
all strategic on us with Alien Breed: Conflict. 

BAnLEISLE4 

O DEVELOPER Cauldron • PUBUSHER Blue Byte 

• WEBSITE vv\w.bluebyte.com • OUT Autumn 2000 
Picking up 
seamlessly from 
the scenario of 

I its predecessors. 
I the fourth 
episode of the 
long-running 
strategy game 
takes place long 
after the 35-year-long Robot War from the inaugural 
Battle Isle. Peace has prevailed for a long time but peace 
doesn't make for much of a game, and Battle Isle 4 will 
be a fantasy-filled, innovative strategy game in full 3D. 

COMMANDOS 2 

O DEVELOPER Pyro Studios • PUBLISHER Eidos 

• WEBSITE www.eidos.co.uk • OUT TBA 

Eidos have pumped a lot of money into Spanish developer 
Pyro Studios on the back of Commandos, and they will be 
hoping that its first proper sequel does similar business. 
The original Commandos camped out in the charts for 
about three months, and spawned an expansion pack. 
Commandos 2 promises a change of direction, though, 
with a shift towards 3D. 

DUNGEON SIEGE 

DEVELOPER Gas Powered Games • PUBLISHER 
Microsoft • WEBSITE www.dungeonsiege.com 

• OUT Christmas 2000 

Just announced is Chris ' Total Annihilation' Taylor's first 
game since leaving Cavedog and setting up Gas Powered 
Games. Dungeon Siege, like WarCraftlll, is a mix of role- 
playing and 3D strategy, with players able to develop 
dozens of characters side by side in a quest to undo the 
evil that has beset whatever land it is you find yourself in. 
When we hear more, we'll let you know. 




O DEVELOPER Maxis • PUBLISHER Electronic Arts • WEBSITE www.ea.com • OUT Spring 2000 




Waking up with the house on fire. 




Geoff goes for the back door. 



even years ago, Maxis founder 
Will Wright was toying with a 
rudimentary architectural program 
that would let people create their 
own virtual dream homes. Having 
neglected it in favour of a host of 
other sim games, it has now 
mutated into The Sims and is 
shaping up to be a high concept 
marriage of SimCity and 
Tamagotchi. 

As the overseer of a 
neighbourhood of Sims, their lives 
are effectively in your hands and 
the idea is to help them find 
happiness, or alternately plunge 
them into a moribund existence of 
bitterness and despair. Homes for 
your Sims can either be bought or 
designed yourself, and then 
equipped with furniture, 
electronics, plumbing, lighting and 
other accessories necessary to keep 
your Sims happy. Once housed, 
they can interact with neighbours, 
form relationships, get married and 
pursue careers in fields such as 
business, entertainment, the 
military and politics. Just make 
sure they steer clear of journalism. 



^i![imij:afiir:i%v/;n' 



O DEVELOPER The Creative Assembly • PUBLISHER Electronic Arts • WEBSITE www.ea.com • OUT TBA 



J n epic real-time wargame, Shogun: Total War is 
^ ' based on the period of Japanese history known as 
Sengoku Jidai, which loosely translates as 'Age of the 
Country at War'. 

During this time, rival factions led by feudal 
warlords, known as Daimyo, battled for military 
supremacy. Ultimately, one Daimyo united the country 
beneath his sword and became Shogun, aka The Daddy. 

The game operates on two separate but seamlessly 



integrated levels. The strategic level features 
economics, politics, military development and tactical 
deployment of forces. When two armies meet, the 
perspective cuts to the real-time 3D battlefield, where 
players will view everything from the eyes of a scout, 
general or samurai, controlling as many as 5,000 
individual warriors in battle. There will also be the 
option to play a quick, mission-based game, as well as 
a wide range of networked multiplayer options. 




Express your disgust at the new Barratt estates. 



20 PCZONE mm #86 



lii 2000 AND BEYOND 



O DEVELOPER Shiny Entertainment • PUBLISHER Interplay • WEBSITE www.shiny.com • OUT Summer 2000 




Seal-time strategy is set to enter a new dimension. 
Not only is Sacrifice in full spinny-rotatey 3D, but it 
has been designed specifically for proper wearing-silly- 
glasses-3D™. 

We have seen it with our own eyes, and it's a 
beautiful thing, the vast expanses stretching into the 
distance and fully utilising the feeling of depth that 
the magic glasses provide. 

As for the game itself, it's a full-on wizards and trolls 



affair, with giant dragons and sinister monoliths 
proliferating across the earth. In the wonderful and 
frightening world of Sacrifice, there are five gods who 
can bestow powers upon the good wizard, and the idea 
is to curry favour with them in order to earn spells. 
These range from simple creature spells and projectiles 
to some literally earth-shattering effects, such as 
tornadoes and volcanoes. Definitely worth a look, 
especially if you're a wizard. 



n4tiiit]i[^ 



O DEVELOPER Elixir Studios • PUBLISHER Eidos Interactive • WEBSITE www.elixir-studios.co.ul< • OUTTBC 



he debut title from Theme 
Park boy Demis Hassibis's 
start-up studio. Republic, is 
nothing if not ambitious. 
Refreshingly set in the 1990s, 
the game takes place just after 
the break up of the Soviet 
Union. Dozens of autonomous 
countries spring from the 
crumbling remnants, and it's 
into one of these, the Republic 
of Novistrana, that you enter 
the fray as a small-time faction 
leader intent on ousting the 
president. 

The so-called Novistrana 
is being created in totally 
freeform 3D, with Flixir 
claiming cinematic quality the 
likes of which have never been 
experienced before. Some 50 
towns and cities will be 
rendered down to an incredible 
level of detail, and the country 
will be populated with a 
million living, breathing 
citizens, each with their own 
daily routines, ethnic 
backgrounds, religious beliefs 
and political leanings. 
Fairly ambitious, then. 




Sounds all well and good, but can you build theme parks? 



Attention to detail - the words Elixir Studios seem to live by. 





GANGSTERS 2 

DEVELOPER Hothouse • PUBLISHER Eidos • WEBSITE 

www.eidos.co.uk • OUT Summer 2000 

Pimping, 
gambling, setting 
atx)ut faces witti 
baseball bats - 
ail in a day's 
work for your 
typical real-world 
gangster. 
Offering more 

than just a day's play, however, is Gangsters 2, sequel to 
the faintly interesting Gangsters, where the aim will be to 
take over a number of Depression-era cities by any - ie 
illegal - means. 

Extra features include new specialist characters to 
enlist, day and night cycles and a more streamlined 
interface. Will it be enough? Let's hope so. 

EARTH2150 

O DEVELOPER TopWare Interactive* PUBUSHER TBA 

• WEBSITE www.eartn2150.com • OUT Spring ?000 
The sequel to 
Eartti2U0m 
feature a 
completely 3D 
landscape, 
offering 
mountains to 
scale, protective 
bulwarks to dig 

and entire tunnel systems to create. The landscape can 
be deformed massively by explosions, and day-and-night 
cycles affect your strategy, with solar cells adapting to 
the varying intensity of the sun's rays. Throw in a non 
linear structure offering some 90 missions, and it could 
be a winner. 

GROUND CONTROL 

O DEVELOPER Massive Entertainment • PUBUSHER 
Sierra • WEBSITE wvw.sierra.com • OUT Spring 2000 
Dispensing 
with time- 
consuming 
resource- 
I gathering and 
base- building, 
Ground Control 
is an action - 
oriented affair, 
with units divided into easy-to-manage platoons of 
infantry, air units, assault vehicles, and escort vehicles 
such as artillery and anti aircraft guns. Forces are 
dropped at an insertion point of your choosing, and ttien 
it's up to you to guide them towards the mission goal. 
Without being killed. 

LEGO ROCK RiUDERS 

O DEVELOPER Data Design • PUBUSHER Lego Media 

• WEBSITE www.legomedia.corti • OUT Jan 2000 
Resource 
management 
strategy in the 

fi Lego universe. A 
spaceship full of 
Lego men gets 
sucked into a 
1^ black hole and 
spat out into an 
^ alternate galaxy. 
They must land on a planet and drill for ore and crystals 
to gain enough energy to return home. Hazards arrive in 
the form of rock monsters, ice monsters and slugs. 
Fxpect there to be plenty of copies available. 

WARZ0NE2120 

O DEVELOPER Pumpkin Studios • PUBUSHER Fidos 
Interactive • WEBSITE www.pumpkin.co.uk • OUT 2001 
Warzone 2100 ms fairly well received, at least in these 
quarters, though some found the full 3D graphics 
irksome. The sequel is hardly going to take a backward 
step and will again feature full spinny-rotatey 3D, albeit 
set 20 years after the original, as the more 
mathematically- minded will have gleaned. 
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LEMMINGS REVOLUTION 

DEVELOPER I13A • PUBUSHER Psygnosis • WEBSITE 
www.psygnosis.com • OUT TBA 

I The Lemmings 
might be back 
in a new 
adventure, but 
the whole thing 
is currently 
shrouded in 
mystery and it's 
I possible that 
Lemmings Revolution might never see the light of day. 

However, a demo of the game was developed that was 
available on a Lemmings Revolution website for two 
weeks. The idea was that punters would try it out and a 
decision would be made, based on their feedback, as to 
whether to continue with the full game. You can probably 
still find it if you surf the Net. 

METAL FATIGUE 

DEVELOPER /ofio Inc • PUBLISHER Sierra • WEBSITE 

www.melaltatiQue.net/ • OUT IBC 

I With a classic 
anime plot 
' brimming with 
betrayal and 
I honour. Metal 
Far/gwe involves 
three brothers 
squabbling 
I over the riches 
of a long-dead alien civilisation. Set in a fully 3D world 
with multiple camera angles, expect giant, re-configurable 
Combots, artificial intelligence from award-winning 
game designer Mark Baldwin, and a pre-build phase 
that gives you enough time to establish your base before 
being attacked. 

CIYILIZATIONIH 

O DEVELOPER Firaxis • PUBLISHER Hasbro Interactive 

• WEBSITE WyVw.hiuk.co.uk • OUT TBA 
Civilization is back, and so is its creator, Sid Meier. His 
development outfit. Firaxis. is developing Civilization III 
for Hasbro in a one-game agreement, having previously 
knocked out Alpha Centauri for EA. 

The team is largely the same as the one that worked 
on the previous incarnations, so it's fair to say that we 
can expect more of the same. 

STAR TREK: NEW WORLDS 

O DEVELOPER 14 Last • PUBUSHER Interplay 

• WEBSITE www.interplay.com • OUT TBA 
' Based in the 



wiJi]i]^:t,i(iii:f 



O DEVELOPER T3A • PUBLISHER CDV • WEBSITE wv/w suddenstrike de • OUT Spring 2000 





various planets, all in full 3D. Featuring three separate 
races - Federation, Klingon and Romulan - battles will 
take place across six different worlds, including volcanic 
planets, ice worlds and sweeping deserts. 

STAR TREK: ARMADA 

O DEVELOPER Activision • PUBUSHER Activision 

• WEBSITE www.activision.com/games/armada/ 

• OUT Spring 2000 

I The Borg are, 
I apparently, back, 
I and Star Trek: 
Armada is the 
first real-time 3D 
strategy game 
set in the Star 
Trek: The Next 
Generation 

universe. Over various campaigns, you take command of 
the fleets of the Federation, the Romulans, the Klingons 
and the Borg, using up to 30 starships in dynamic ship- 
to-ship combat, as well as overseeing their construction, 
repair and crews. 
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est known at home for publishing mucky adult 
games, German code barons CDV are hoping to 

blitz the world with Sudden Strike, a 

WWII real-time strategy game 

combines fast-paced action and 

realistic attention to detail. 
Choosing either German 

Russian, American, British 

or French forces (the latter 

offering the shortest 

game, obviously), Sudden 

Strike features over 100 



units with which to command and conquer over dozens 
of missions. Some new features worth getting excited 
about are resupply trucks, paratroopers, infantry 
can enter buildings and the ability to have 
to 1 ,000 units moving on each map. 
We've had an early demo bouncing around 
the office for a couple of months and it 
would be fair to say that Sudden Strike 
has the potential to be one of the 
summer's surprise hits. 

Better than Tiberian Sun? Richie 
Shoemaker seems to think so. 




Wiiat a bleedin' mess! 



The Russian winter sets in. 



O DEVELOPER LucasArts • PUBLISHER Activision ♦ WEBSITE www.lucasarts.com • OUTTBC 



t was supposed to be out ages ago, and since its 
announcement we've had the small matter of The 
Phantom Menace. The film, the game and the 
merchandising were respectively overlong, over-hyped 
and overbearing, and the danger for LucasArts is that 
people are sick to the back teeth of Star Wars, or at least 
of its shoddy spin-offs. 

However, Force Commander is 'proper' Star Wars, 
as opposed to the glorified Muppet Show of The 
Phantom Menace, and it should be all the better for it. 
Its missions span the Star Wars trilogy, and playing as 
either the Rebel Alliance or the Galactic Empire, the 
game will offer you full-scale, ground-based combat 
over a vast array of fully 3D 'engagement theatres'. Let's 
hope you can kill Ewoks. 
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SOVEREIGN 

O DEVELOPER Verdant • PUBUSHER Sony • WEBSITE www.verdant.com/products_sovereign.html • OUT Late 2000 



Hrom the creators of on-line 
RPG Everquest, the forthcoming 
Sovereign will be a massive 
multiplayer strategy game. Not one 
for the casual gamer, it is predicted 
that games will average four to five 
weeks of gameplay. Before you even 
start a game, you create up to six 
personas per account and, unlike 
Everquest, you can move these 
personas between servers. 

The personas are the classes 
in the game, with each class 
bequeathing additional skills upon 
you for a multiplayer game. The 
six personas are soldier, diplomat, 
spy, economist, scientist and 
theologian, each with respective 
special abilities. The soldier can 
command better units; the spy has 
access to spy satellites and other 
espionage techniques; the 
economist earns more money; 
and the theologian can convert 
more civilians to warriors by 
demagoguery. Games begin on a 
randomly generated planet, 
complete with arctic poles, swamps, 
hills, mountains, deserts, tundra, 
plains and forests. 




Looking for a multiplayer RTS? Verdant have got the know-how to produce a winner. 




Ambitious in scale, we're looking forward to Sovereign, 







O DEVELOPER Pandemic Studios • PUBLISHER Activision 


• WEBSITE www.pandemicstudios com • OUT TBC 




Dark Reign 2. Handsome. 



Run away... 




nn hile completing the highly- 
Ill rated Battlezone II, 
developers Pandemic have been 
simultaneously working on 
another sequel, the follow-up to 
the war-based RTS of choice for 
many. Dark Reign 2 is claiming to 
be the first true 3D RTS game, and 
is set against the backdrop of the 
war between the powerful Jovian 
Detention Authority and the 
upstart Sprawlers, thus providing 
a prequel to the conflict between 
the Imperium and Freedom Guard 
featured in the original. 

Boasting an all-new game 
engine. Dark Reign 2 will 
introduce new strategic elements, 
such as day and night missions, 
with darkness opening up a whole 
different world of pain. With full 
3D terrain, maps become living 
worlds and can be used to your 
advantage. Troops can be hidden 
under trees, for instance, and 
artillery positioned on high 
ground to control the passes to 
your base. 

It certainly looks impressive, 
and we sincerely hope they don't 
cock it up. 





STAR TREK: DEEP SPACE NINE - 
DOMINION WARS 

O DEVELOPER Gizmo Games • PUBLISHER Simon & 

Schuster Interactive • WEBSITE www.simonsays.com/ 
interactive • OUT Autumn ?000 

Yet more Star 
Trek is tieading 
your way 
courtesy of 
Simon & 
Schuster, who 
sound like a pair 
of camp TV 
chefs, it's the 

Deep Space Nine universe this time, and Dominion Wars 
is an RTS with an emphasis on tactical space combat. 
Players control up to six ships from the four DS9 races, 
namely Federation, Klingon, Cardassian and Jem'Hadar. 

WARMONKEYS 

O DEVELOPER Silicon Dreams • PUBLISHER TBC 

• RELEASE DATE TBC • WEBSITE vmw.sdreams.co.uk 
^ Set in a full 3D 

environment, 
battles in 
WarMonkeys 
take place with 
up to 200 
individual units 
split between 
three opposing 
forces, across sprawling battlefields of up to 10 square 
kilometres. There are more than 40 different unit types to 
command, including infantry, mechanised units and alien 
creatures, and a diverse range of camera modes, 
including long-range strategic and third-person views. 

X-COM: GENESIS 

DEVELOPER Microprose • PUBUSHER Hasbro 

• WEBSITE www.hasbrointeractive.com 

• OUT CfiristrTias 2000 

Details on the 
latest in the X- 
COM series have 
been hard to 
come by in 
recent months, 
but details and 
^ screenshots 

S.-. .ifllHHiHI have at last 

started to surface - most importantly that Genesis will be 
both 3D and real-time. Be prepared for something 
altogether similar from X-COM creators Mythos Games, 
who are said to be remaking UFO: Enemy Unknown, the 
game that kicked the whole series off. 

Z2 

O DEVELOPER The Bitmap Brothers • PUBLISHER GT 
Interactive • WEBSITE www.bitmap-brothers.co.uk 

• OUT TBC 

The Bitmap Brothers reigned supreme in the mid-Eighties, 
with such classics as Xenon, The Chaos Engine and 
Speedballland II. However, the mid-Nineties brought the 
massively hyped Z which, despite critical acclaim, failed 
to trouble vendors outside the UK. Undeterred, they are 
back with the sequel. And no, they're not real brothers. 

RISK II 

DEVELOPER Deep Red • PUBUSHER Hasbro 

• WEBSITE www.deepred.co.uk • OUT Feb/Mar 2000 
/?/s^ has come a 
long way in the 

I 40 years since 
it was first 
created, having 
invaded the 
homes of 
millions in its 
I board game 

incarnation and slipped in via the back door on PC and 
PlayStation. This new 3D accelerated version is hardly 
going to set the hearts of the strategy hardcore on fire, 
but for Risk fans looking forward to taking over the world 
against intelligent Al opponents or online, Risk //could 
turn out to be a bit of all right. 
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HCTION/tDVENTURE 

ALONE IN THE 

O DEVELOPER Darkworks • PUBLISHER Infogrames • WEBSITE www.infogrames.co.uk • OUT October 2000 



Keith Pullin finds himself alone 
in the dark again as the classic 
PC horror-adventure series 
makes a fearsome return 



L 



ong before Resident Evil arrived on 
our computers and consoles came 
the chilling action/adventure 
Alone In The Dark. It raised a few 
eyebrows - and heckles - to say the 
least. The combination of action 
I and adventure in one, seamless, 
movie-like horror experience was sheer genius to 
some. More significantly, it introduced a whole new 
genre to the world of PC gaming. 

Rather disappointingly, its sequel arrived to 
zombie-like grimts and growls of derision. There 
was no improvement graphically and the gameplay 
suffered from too many contrived puzzles and 
aimless scampering through hedge mazes. 

Thankfully, it wasn't too long before it returned 
to form. The third episode delivered stunning 
graphics, cunning puzzles and a very, very eerie 



atmosphere. Overall, the trilogy, despite the 
shortcomings of the second game, was considered a 
classic. However, that was five years ago, and that 
was the last we heard of paranormal investigator 
extraordinaire Edward Carnby. 

Meanwhile, a new breed of horror-adventure has 
appeared, most notably 
Resident Evil 1 and 2. With 
the same graphical style 
as the AITD games, the 
only reason these games 
are edging towards classic 
status is because they're 
taking advantage of newer technology in the 
absence of any decent competition. The recent 
release of Nocturne has fuelled the fire slightly, but 
what we're really waiting for - what we've always 
waited for - is Alone In The Dark 4. 

FRENCH INNOVATION 

That wait is almost over. Charged with bringing 
the series up to 21st Century standards is the 
unenviable task of French developer Darkworks. 
They've been working on the project for over 18 
months now and, while the going may be slow, the 
creative aspirations of these Gallic 'artistes' are 



^Dynamic lighting is used to create 
autlientic-loolting shadows, and 
lightning flashes across the sky to 
enhance the forehoding mood^ 



MODERN FRIGHTS 



Here are a few more games that make things go bump in the night... 




RESIDENT EVIL 

This was the game 
i that basically took over the 
I mantle of king of the horror 
genre in the absence of AITD. It 
featured a bunch of zombies 
running amok through a small 
town in America. Originally a 
PlayStation game, Resident Evil ma6e the jump on to 
the PC and was met with a rousing reception. 

RESIDENT EVIL 2 

.nr^^r. More of the same, 
but on a bigger scale, and 
I with a few more adventure 
elements thrown in. /7£2 isn't 
quite as linear as the first game 
either, which upset a few straight- 
down-the-middle action fans, but 
endeared it more to the 'thinkers'. 




NOCTURNE (TAKE 2) 
Extremely scary and excellent 
i use of sound makes Nocturne 
I the current leader in the 
horror field. The only real 
downside stems from the 
strange camera angles, which 
occasionally obscure your view, making 
fighting trickier than it should be. Oh, and you also 
need a seriously kick-ass PC to run it. 




SYSTEM SHOCK 2 



i Obviously, this is a role-playing 
game, and not an action/ 
adventure, but the point is that 
it's pretty damn scary and it 
features lots of zombies. OK, so 
they're on a a spaceship, but they're 
still zombies, nonetheless. 



beginning to make their mark. Okay, so a cursory 
glance over these pages will reveal the pretty, 
if rather standard backdrops of haunted houses, 
dark corridors and hideously mutated beasts... 
All that is basic Alone In The Dark stuff, and we 
expect nothing less. What you cannot hope to 
appreciate by simply 
looking at a few simple 
stills is that unlike 
previous A/7D games, the 
backgrounds are all real- 
time. Dynamic lighting is 
used to create authentic- 
looking shadows, and lightning even flashes across 
the sky to enhance the foreboding mood. If you've 
played the previous three games and remember the 
sort of frightening claustrophobic environments 
that were created without 3D acceleration, imagine 
the tension this new technology will bring. 

There have also been significant changes to 
Carnby himself. No longer is he a simple stony- 
faced, paranoid delusional, stumbling from one 
predetermined puzzle to the next. He's now our 
hero and storyteller rolled into one. Confused? 
Don't be. It's quite simple... 

A/7'D4's plot unfolds depending on how you 
react to certain situations. This is not a case of 
simply kill or run, either. The programmers are 
actually in the process of implementing real 
emotional responses. Players can be brave, stupid, 
wary, scared and more besides. Every emotion 
exhibited causes a reaction somewhere in the game. 
This could be a simple case of braving the darkness 
of a room to find an exit on the other side, or 
something subtler, like monsters backing off after 
you've shown you're not scared of them. 

The gameplay itself is as much about exploring 
Carnby's mind as it is about exploring the bizarre 
world you find yourself in. No surprises, then, that 
Darkworks list psychological entertainers like David 
Cronenberg and Stanley Kubrick among their 
influences. In true homage to films like Existenz and 
Videodrome, Darkworks hope to create: (In French 
accent) "a sense immersion experience". 

The whole emotion concept is something that's 
never been done before. If it works, the results 
should be truly fascinating. Maybe there's scope for 
analogue joystick control, or force feedback. You 
could press right slowly to walk away from a 
situation in a calm manner, or whack the joystick 
really hard to run away panicking and screaming. 
Now that would be cool. On the other hand, if the 
interface has us clawing the keyboard, pressing 'W 
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for 'worried', 'S' for 'scared' and 'Shift B' for 
absolutely bricking it' the novelty factor could 
wear off quickly. 

One other notable feature is that the highly 
emotional Edward has arrived in this spooked-out 
world armed only with a torch. At first, this may 
not seem like the best weapon to have, but it's still 
got its uses. The torch is a fundamental pan of 
exploration and combat. With the help of some 
more dynamic jiggery-pokery, A/rD4 will feature 
some of the scariest probing in the dark yet seen on 
a PC. And when it comes to combat, a quick flash 
of UV light at the mutated head of an undead 
assailant is more effective than any gun. Edward 
can also rely on his fists and feet, too; no amount 
of emotional turmoil can put a halt to that. 

RESPECT 

Publishers Infogrames will not \etAITD4 out of 
their sight until they're completely happy with it. 
They were the original developers, so as far as 
they're concerned, this baby has to be perfect. 
But it has to be said that they're just as keen as the 
new developers to see the series advance into 
uncharted territory. 

Good news indeed - a sympathetic publisher 
with first-hand experience of the trials and 
tribulations of programming an AITD game. Let's 
just hope that mutual respect doesn't get in the way 
of the game's supposed October release. O 




It's a pretty bleak and desolate place that Edward finds 
himself In. Some things never change. 




"Hands up, baby, hands up, gimme your love, gimme gimme your love, gimme gimme." 



m^^TflRICAL HORROR 




Ghosts of Christinas past. . . 

The first >1/7D 
game, devised 
by Bruno 
Bonelli, was 
released in 
1991. It 
changed the 
face of PC 

gaming with Its movle-lllce camera angles and 
Immersive plot 

The second 
Instalment, 
released in 
1993, was not 
quite as 
successful. 
Still, It was 
relathfely 

scary, and die-hard (or is ttiat die-slowly?) fans 
lapped up more of the same. 

Then came the 
third game 
and, In our 
opinion, the 
best of the 
lot. Released 
In 1995, 
AlTDSwas 

graphically superior to anything else seen, ft 
also combined a deep sense of foreboding with 
wonderful gameplay. In short, a total classic. 

Thanl(fully, you can still buy all three games In one 

neat little package for the very pleasant price of 

£1 9.99. Check them out - it's well worth it Q 
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AUEN RESURRECTION 

O DEVELOPER Fox Interactive • PUBLISHER Fox 
Interactive • WEBSITE www.foxinteractive.com 

• OUT Spring 2000 

It's been a long time coming, but Alien Resurrection 
should be more ttian worth the wait. Set on the research 
ship Auriga, the game features a similar kind of shadowy 
graphics engine as seen in Thief: The Dark Project only 
more realistic. With team -based multiplayer options along 
the lines of Half-Life, expect something very special and 
very scary around April. 

PLANET OF THE APES 

O DEVELOPER Visiware Studios • PUBLISHER Fox 

Interactive • WEBSITE www.foxinteractive.com 

• OUT March 2000 

1 Stealth is the 
new vogue, and 
it's the angle 
Planet Of The 
Apes is about to 
pursue. Playing 
the part of the 
j human Ulysses, 
I your goal is to 
simply escape the planet. Mandrill assassins and 
renegade baboons are some of the apes barring your 
way. Oh. and you can expect to see old favourites like Dr 
Zaius too. The monkeying around starts this spring. 

BUUIE 

O DEVELOPER Rebel Act Studios • PUBLISHER 
infogrames • WEBSITE www.rebelact.com 

• OUT Spring 2000 

When It comes 
to storyline. 
Blade sounds 
I ordinary: a 
bunch of 
adventurers go 
off in search of 
some keys to 
; open a vault that 
contains the only sword capable of defeating a dragon 
bent on taking over the world. 

However, we're more interested in the game engine. 
With dynamic volumetric lighting, unique real time 
shadows and incredible reflecting and transparent 
surlaces. Blade should take the action/adventure genre 
to the limit. 

HEAVY METAL FAKK2 

O DEVELOPER i^itiial Fntertainment • PUBLISHER 
lake 2 • WEBSITE www.ritual.com • OUT Early 2000 

Using the Ouake 
///engine. Ritual 
Entertainment's 
, latest 3D action 
I affair will 
I supposedly 
I feature 3D 
terrains that 
span as far as 

the eye can see. The game also claims to have full day to 
night transitions, and weather effects such as rain and 
lightning in a completely real time world. Sounds 
interesting. Let's hope it has the gameplay to match. 

HITMAN 

O DEVELOPER 10 Interactive • PUBLISHER EidOS 

Interactive • WEBSITE www.iointeractive.com • OUT TBC 
Featuring 
accurate 
topography 
based upon 
real-life locations 
and architecture, 
immersive 3D 
sound and 
advanced 

artificial intelligence on NPCs, Hitman promises a lot. 
We're intrigued by the fact that you also play the part of 
an actual hitman, who basically has to go around 
knocking people off. Of course It's sick and twisted, but 

hey - it's just a game. 



O DEVELOPER Ion Storm • PUBLISHER Eidos • WEBSITE www.ionstorm.cor 






aith the tweaking of Daikatana at a critical stage, 
it's a wonder that Ion Storm have time to do 
anything else. Still, somehow they've found that time 
and Deus Ex is the result. 

Set 50 years in the future and ten minutes before the 
apocalypse, this incredible-looking, first-person RPG is 
shaping up into one of the most exciting prospects of 
the year. You assume 
the role of a secret 
agent who becomes 
embroiled in an X-Files 
type conspiracy. The 
plot includes such 
delights as secret 
government 
organisations, deadly 
plagues and the quest 
for an antidote known 
only as 'Ambrosia'. 

A major slice of 
the gameplay centres 
on 'nanotech' 
enhancements and a 
plethora of hi-tech tools 
allowing you to warp 
around the planet at 
your will. Deus Ex 
sounds like the closest 
thing yet to System 
Shock 2. Here's hoping. 








O DEVELOPER Westwood • PUBLISHER Westwood • WEBSITE www.westwood.com • OUT July 2000 




GDI forces engage In a spot of hide and seek. 




he Command & Conquer 
series of games has 
reached legendary status 
among strategy fans. No 
surprise, then, to find 
Westwood switching 
perspectives to an up-close- 
and-personal third-person 
view to attract new fans. 

You are a lone GDI 
commando and your task is 
to infiltrate a NOD stronghold 
and bring the whole thing 
crashing down. Dodging the 
searing heat of a Flame Tank 
or avoiding the crushing tread 
of a Tick Tank is something 
we've learned to accept when 
watching the action from afar. 
However, when you're right 
in there, running for cover, 
avoiding detection and flying, 
driving and getting seriously 
stuck in, it's a different story 
altogether. 

C&C Renegade should 
ultimately be a kind of 
sci-fi version of Hidden & 
Dangerous. Watch out for it, 
whether you're a fan of the 
series or otherwise. 
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O DEVELOPER lon Storm • PUBLISHER Lidos • WEBSITE www.ionstorm.com • OUT Spring 2000 



; nachronox has just one aim in mind, and that is 
..^.1 to make Squaresoft's Final Fantasy VIII look like 
a child's nursery rhyme in comparison. From what 
we've seen, developer Ion Storm are going the right 
way about it, too. 

Instead of having one long, sprawling, messy story, 
the action has been split into 100 levels encompassing 
over 150 monsters. This allows room for subtler 
changes in the plot, more depth to the characters and, 
most importantly, gameplay you can actually play - 



unlike Final Fantasy VII, with its notorious lack of 
interaction. 

It's ironic, really, because Ion Storm have touted 
Anachronox as being the tender action movie of the 
gaming world. At first, everything is very light-hearted 
and jovial, but slowly things change. The story takes on 
a darker feel, and people who you've come to care 
about begin to die. Apparently, the finished version will 
actually make you cry. 

Sounds like one for the girls, then... 




Looks like one of the main characters is 
about to break down and weep like a girl. 



O DEVELOPER Bungie • PUBLISHER TBC • WEBSITE www.bungie.com • OUT Mid 2000 




Our hero launches a missile at an incoming alien fighter. 



1 f you're after an epic third-person 
' action/adventure, look no further 
than Halo. Set on a strange ring-world, 
you play the part of a human recon 
soldier who wages a one-man 
war against an alien race. 
It may sound like your 
usual run-of-the-mill 
plot but, believe us, 
Halo promises to 
be something very 
special indeed. 
The main 
reason for our 
enthusiasm is the 
inclusion of a 
graphics and 
physics engine of 
the kind we have 
literally never seen 
before. Every vehicle in 
the game (of which there 
are loads - including flying 
and driving) moves in such a realistic 
way, you can't even tell that they're 
computer-generated models. We 
watched a running demo and it was 
like watching a film. 

There's still plenty of work to do, but 
rest assured - Halo is one game we will 
be keeping a very close eye on. 





EVOLVA 

O DEVELOPER Computer Artworks • PUBLISHER Virgin 

• WEBSITE www.vie.co.uk • OUT Winter 1999 
Evolva is a 
surreal mix of 
real-time 

I strategy, 3D 
action/adventure 
and puzzle 
game. The actual 
plot is a lot 
simpler: you 

charge ttirough the galaxy as an advanced warrior known 
as the Genohunter, killing all the aliens you see. The twist 
lies in the truly incredible engine, which allows you to 
morph into aliens you've just terminated in order to kill 
more. Odd? That's why we like it, of course. 

THE REAL NEVERENDING STORY 

O DEVELOPER Discreet Monsters • PUBLISHER TBC 

• WEBSITE www.discreetmonsters.com 

• OUT Summer 2000 

The Real 
Neverending 
5fo/y claims to 
be the world's 
first authentic 
3D real-time 
adventure game. 
For once, this is 
a boast that ^ 

appears to be based on fact. Discreet Monsters' l| 
revolutionary graphics engine, called 'MonsterEngine', 
creates a constantly evolving online world. There's an 
offline game too, of course, but our brains hurt just 
thinking about it. 

HITCHHIKER'S GUIDE TO THE GALAXY 

O DEVELOPER Digital Village • PUBLISHER Pan 
Interactive • WEBSITE www.digitalvallge.com 

• OUT Spring 2001 

Described by Digital Village as a 3D towel 'em up. 
Hitchhiker's shou\(i install a well-needed dollop of humour 
into the action/adventure genre. The game follows the 
plot and spirit of the books to the letter, which should 
mean that at some point Arthur Dent pops a fish in his 
ear. Unfortunately, we've got more than a year to wait 
until we see that happen. 

THE LONGEST JOURNEY 

O DEVELOPER Funcoiii • PUBLISHER Funsoft 

• WEBSITE www.longestjourney.com • OUT Summer 2000 
The Longest 
Journey my nol 
be completely 
original (it's a 

I simple point- 
and-click 
adventure, after 
all), but it is 
attempting to do 
what developers seem keen to overlook. That is, it treats 
the player like an adult. By this we mean that the spoken 
dialogue (of which there is loads) is aimed at the 
intelligent older audience and may include references to 
(whisper) sex. Better watch out for that one, then. 

THE DEVIL INSIDE 

O DEVELOPER GaiTiesquad • PUBLISHER Ciyo 

• WEBSITE www.gamesquad.fr • OUT TBC 
I We've |ust had 
I our first sneak 

peak at The Devil 
Inside and we're 
getting quite 
excited about the 
new Hubert 
"Alone in the 
DatiC Chardot 

development. You can expect a completely original style of 
play that has you and your roving cameraman sent in to 
investigate ghastly goings on. Your footage is beamed back 
to a live studio audience and if they don't like wtiat they 
see. the sponsors could pull the shot, the live footage and 
your game. Now that's originality. 
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STAR TREK DEEP SPACE NINE: THE FALLEN 

O DEVELOPER The Collective • PUBUSHER Simon & 
Schuster • WEBSITE www.collectivesludios.com 

• OUT Spring 2000 

HereatZO/V£. 
Trekkies are 
already gibbering 
.', "1 excitement 
.ML' prospect 
ot Ihe Fallen. 
Controlling either 
Worf. Kira or 
Sisko, the 

emphasis is on action, and with a customised Unreal 
engine holding the whole lot together, The Fallen looks 
truly remarkable. A whole host of away missions should 
keep interest high, and the inclusion of show favourites 
like the Jem'Hadar soldiers and Cardassians should give 
it the edge over other ST" attempts. 

OUTCAST 2 

O DEVELOPER Infogrames • PUBLISHER Infogrames 

• WEBSITE www.infogrames.co.uk • OUT Autumn 2000 
We didn't think too much of the original game, but it had 
promise. It seems that potential has been realised in 
Outcast 2. At the moment, it's not known if the voxel 
technology will survive. One aspect that has changed, 
though, is the interface, so the rambling dialogue and 
weapon-aiming problems should be a thing of the past. 
Stay tuned for more news as soon as we have it. 

STUPID INVADERS 

O DEVELOPER Ubisott • PUBLISHER Ubisoft 

• WEBSITE www.stupidinvaders.com • OUT Summer 2000 
I You can always 

rely on the 
French to come 
up with 

something totally 
bizarre. Stupid 
Invaders is a 
traditional style 
graphic 

adventure where you play Slobadan Sakarin, an insane 
doctor who has just celebrated his 2,000th alien 
dissection. Stupid Invaders is probably the only way we'll 
ever get to perform a Roswell-style autopsy, so look out 
for it this summer. 

EVIL DEAD: ASHES 2 ASHES 

O DEVELOPER Heavy Iron Studios • PUBLISHER THQ 
•WEBSITE .-. v.v.^' r; com*OUTTBC 

I Fans of the Evil 
Deacf films will 
be delighted to 
hear that a film- 
based game is in 
development. 
The Resident 
M-type affair 
I will be a bloody 
1 uzzles and sick humour. 
The game also boasts a novel camera system that zooms 
in, swivels and shakes, as well as a host of other sweat- 
inducing horror film tricks. Sounds like Capcom and 
Infogrames have some serious competition. 

DRAGON'S LAIR 3D 

O DhVELOPER Don Bluth • PUBLISHER Blue Byte 

• WEBSITE www.bluebyte.com • OUT Early 2001 
■^vs^^y^ Originally 

' ^^-"^ released in 

1983. Dragon's 
Lairms the 
most visually 
stunning game 
of its time. 
Developer Don 
Bluth. who has 
since directed some cracking animated feature films, is 
back in line for the sequel. Offering "true" interactivity 
this time around. Dirk The Daring will be returning once 
more, alongside Princess Daphne, to vanquish dragons 
and solve puzzles in a Disney-like fashion. Expect it to 
come on more than one DVD. 
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The new sniper mode can zoom 1 
1 in much further than before. 1 



Ohe original MDK 
made stacks of 
friends with its 
relentless third-person 
action, trademark Shiny 
Entertainment cartoon 
humour and James 
Bond-style gadgets. 
Innovation was the 
name of the game - 
something new 
developer Bioware 
{Baldur's Gate) hope 
to expand upon. 

Forthcoming features 
to look forward to 
include bouncing sniper 
shots (so you can kill 
enemies around 
comers), a much bigger 
play environment based 
on indoor and outdoor 
locations, and 
enhancements to the 

fantastic Chameleon stealth suit. You also get to play a.s all thrt'c clu r ai e loads more gadgets. 

Levels involving Max the Uzi-toting dog tend to degenerate into huiniic guiiliglus, the Kurt levels are more 
stealth-orientated, and those with the good doctor require more thought. Having said that, in the latest demo 
we've seen, he manages to turn himself into something resembling the Hulk - and then things get particularly 
vicious. Something for everyone, as they say. In short, MDK2 has got us drooling like a rabid dog. The sooner this 
one gets finished, the better. 




O DEVELOPER Confounding Factor • PUBLISHER Eidos Interactive • WEBSITE www.confoundingfactor.com • OUT Summer 2000; 



aristol-based developers Confounding 
Factor have two very powerful 
weapons in the shape of Paul Douglas 
and Toby Card. Members of the original 
Tomb Raider team left Core to pursue their 
own, more innovative project. Galleon is 
that project. 

And what a game... 
You control a number of gallant 
treasure hunters, including Rhama, a 
sabre-wielding pirate, and Faith, a rather 
swarthy-looking female with - surprise, 
surprise - large breasts. 

Fabulous Al is another of Galleon's 
strong points. When you're not controlling 
a character, they actually help out by 
completing tasks themselves. When you 
are in control, the process of picking up 
things and using them is simplified with 
the help of an interface that 
allows you to lock on to the 
object you want, and 
scoop it up in one fluid 
movement. 

This is one 
swashbuckling 
pirate action/ 
adventure that 
promises to be very 
special indeed. More 
news soon. 



If you think the waterfall 
looks spectacular, you should 
see those ripples in action. 




then y/'j^^^^^Hpipl^^ 
/ \1 wSSumiSS^Km 
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ax Payne is an adult-orientated, 
third-person action game that 
has already blown our minds, and 
should do the same for you. 

Programmed by Finnish ex-demo 
coders Remedy Entertainment, this 
New York killing spree of a game 
employs something known as 'Exit 
Technology. In simple terms, this 
advanced rendering process 
eliminates fuzziness and glitches to 
make the graphics as smooth as 
possible. A quick glance at the 
screenshots will instantly confirm 
that claim. 

The game is also unique in so 
far as the action can be viewed 
from two angles. There's the follow- 
up mode that basically stays behind 
Max, and the cinematic camera 
that provides pre-set views to 
dramatic scenes. 

On top of all this. Max Payne will 
be released with a 3D level editor. 
We're told the editor will be so easy 
to use that new scenarios can be 
created in a matter of seconds. 

Max Payne should be bringing 
maximum enjoyment and maximum 
refreshment some time soon. 







[ijti: 


O DEVELOPER Planet Moon Studios • PUBLISHER Interplay • WEBSITE www interplay.com/giants/ • OUT Spring 2000 




rem the team who brought you MDK 
comes the disturbing tale of Giants. 
It's hard to say exactly what 
category Giants falls 
into, but for now 
action/strategy 
is probably 
the best 
description. 
The aim is 
simple: to 
progress 
through 40 
different worlds, 
slaying all who 
cross your path. You 
play the game as either 
Kabuto himself (a brutal 
monster who swallows natives whole), a 
group of evil sea wenches known as The 
Sea Reapers, or a group of five cockney 
space aliens known as the Meccaryns. All 
these races clash in world-shattering duels 
that draw on a whole range of influences, 
including Hidden & Dangerous and 
Populous. There are even strange Smurf- 
like creatures that pop up with presents if 
you're nice to them. 

Rest assured, the humour is surreal and 
the gameplay bizarre. Prepare to roll your 
eyes skyward this spring. 





O DEVELOPER Bungie Software • PUBLISHER Bungie 
Software • WEBSITE oni.bungie.com • OUT Early 2000 
Imagine a 
Japanese anime 
version of Virtua 
Fighter, wfiere 
you can walk in 
and out of 
buildings and 
- use guns. Oni is 
exactly tfiat, 

complete witti motion blur and other fight special effects. 
It also incorporates a neural Al system, enabling 
characters (both friends and enemies) to actually think in 
real-time. Oni is looking very slick indeed, and it's coming 
to a PC near you very soon. 

NOMAD SOUL 2 

O DEVELOPER Quantic Dream • PUBUSHER TBC 
• WEBSITE www.quanticdream.com • OUT ISA 
Details are hard to come by, but the sequel to The Nomad 
Soul is already well underway. From what we gather, 
Quantic Dream had so many ideas and so much unused 
footage of David Bowie that, rather than waste it. they're 
putting it all into the sequel. The engine is also to be 
improved, which is surprising, because essentially there's 
nothing wrong with it. More soon. 

THE BUUR WITCH PROJECT 

O DEVELOPER TBC • PUBLISHER The Gathering 
of Developers • WEBSITE www.godgames.com • 
OUT Summer 2000 

It's going to take 
a programming 
miracle to 
recreate the 
psychological 
terror of The 
Blair Witch 
Project on the 
PC, so using the 
Nocturne game engine is a good start. No doubt subtle 
stealtti along the lines of Thief: The Dark Project m\\ also 
help too. At the moment not much else is known except 
that more than one game is planned. 

SIMON THE SORCERER 30 

O DEVELOPER Headfirst Games • PUBLISHER 
Adventuresoft WEBSITE • wviw.adventuresoft.com/ 
headfirst/simonSd/index.html • OUT Mid ?000 

: Yes, another 
well-known 
gaming 
character is 
currently 
undergoing a 
3D overhaul. 
Graphically, the 
game looks 

magical, with real-time lighting and shadows, as well as 
volumetric fogging on spell effects like fireballs and 
lightning bolts. The only virt)rry lies in the fact that it's the 
same game engine as Prince Of Persia 3D. Whoops. . . 

CANNON FODDER 3D 

O DEVELOPER Sensible Software • PUBLISHER 
Codemasters • WEBSITE wvm.codemasters.co.uk 
OUT TBC 

Development of Cannon Fodder 3D is still in the 
preliminary stages as we speak and, to be honest, we're 
surprised it's taken so long for Sensible Software to 
implement this idea. Still, they've done it, and 
consequently we can expect to see a Hidden & 
Dangerous 'laughs' some time this year. 

MONKEY ISIAND 4 

O DEVELOPER LucasArts • PUBUSHER Activision 
WEBSITE www.lucasarts.com • OUT Some time in 2001 
Remember LucasArts' revolutionary interface, which 
made its debut in Grim Fandangd? Well, a new, improved 
version is set to be the baby that powers Monkey Island 
4. Details are still sparse but Tim Schafer has reportedly 
said they're currently finalising the script. As soon as we 
hear any more, you'll be the first to know. 
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GRAND PRIX 

O DEVELOPER Geoff Crammond • PUBLISHER Hasbro/MicroProse • WEBSITE www.f1grandprix.co.uk • OUT Summer 2000 

The thinl coming is nigh, and other developers might as well give up now. There's only one 
Grand Prix, and fortunately, only one Steve Hill 




Hvery so often, a game comes 
along that is so far ahead of the 
competition that it effectively 
defines a genre. Think first person 
shooters and you think Half-Life. 
Mention football management and 
you're talking Championship 
Manager. As for Formula One games, despite 
numerous imitators, for the purist there can be only 
one. On the PC, the Grand Prix series 15 Formula 
One, a fact that is down to the inspiration and 
dedication of one man. 

To the uninitiated, Geoff Crammond may be no 
more than another burger-munching, baggy-arsed 
computer programmer (albeit a very rich one), but 
to those in the know he is nothing less than an 
industry guru, revered by many as a gaming God. 

It is Crammond's obsessive attention to detail 
that has made his games benchmark titles, and he 
leaves no stone unturned in the quest for realism. 
He'll happily film and photograph every inch of a 
track to ensure authenticity, replicating everything 
from the camber of a bend to the shadows in a 



HISTOR 



Step back in time 

The release of Grand Prix 3 will finally see 
the continuation of the series' four-yearly 
development cycle, begun way back in 1992 with 
the original F1 Grand Prix. Next up was Grand Prix 
2 in 1 996, the game going on to sell over a million 
copies woridwide. If you can't wait for GP3, and 
want to see what all the hiss is about, GP2 is 
currently available as part of Hasbro Interacthre's 
Classic Range - all available at a snip-lilce £9.99. 




Nit-pickingly perfect is what Crammond's GP3 Is. 



tunnel. He's the man who put the 'a' in anal. 

This emphatic attention to detail isn't without 
its drawbacks, though, and for a game that is 
scheduled for a summer 2000 release. Grand 
Prix 3 will recreate the 1998 season, replete 
with all the relevant teams, drivers and 
circuits. It's the nature of the beast that 
Formula One games arc usually a 

^To those in the know, he 
[Geoff Crammond] is 
nothing less than 
an industry guru, 
revered by many 
asagaminggod^ 

season behind, due to 
drivers changing teams like 
some people change their 
toothbrush, not to mention new tracks 
constantly being added. It would be churlish to 
suggest that they could simply drop in the new data 
a week before the game goes on sale, much like 
football management games do with last minute 
transfers and, in fairness, recreating a Grand Prix 
circuit is probably slightly more involved. 

Still, to continue the football metaphor further, 
it's the equivalent of someone releasing a World 
Cup game during the forthcoming Euro 2000. The 
1998 season it is, though, and if nothing else, it'll 
give Damon Hill something to complain about on a 
Sunday afternoon. 

YOU REALLY GOT ME GOING 

The face of PC gaming has changed irrevocably 
since the last Grand Prix title, and the third 
instalment will be launched into a world rife with 
powerful 3D accelerator cards. Every screenshot 
shown here is from the software version, and the 
minimum spec they are aiming for is a PII 266. As 
for the accelerated version, shots are being kept 
firmly under wraps, as indeed are images in 
general, with these same eight grabs doing the 
rounds ad infinitum. 

But it's what it looks like when it's moving that 
really counts, and we've seen it with our own eyes 
during the despairathon that is ECTS. Voted Game 
Of The Show, the two mock-up cars were rarely 




It's not HSBC, it's 
Midland. Always has 
been, always will be. 



empty throughout the three days, with grown men 
emerging from the cockpits almost in tears, a few 
laps of Monaco enough to bring the memories 
flooding back, and this the best part of a year before 
the game's eventual release. 

When it finally turns up in a box, GPS will come 
replete with an exhaustive set of features that 
will keep Fl fans glued to their PCs for months. 
Although clearly aimed at the enthusiast, the man 
in a hurry will be amply catered for by the quick 
race option, with an overhauled menu system 
making it even easier to get started. 

It might look easy on the telly, but the massive 
power to weight ratio of a Formula One car makes 
it near impossible to drive, let alone race. 
Thankfully, Grand Prix 3 will accommodate cack- 
handed buffoons, and as well as five levels of 
difficulty, there will be no less than eight optional 
driving aids to ease the player into the experience, 
namely: auto brakes, auto gears, self-correcting 
spin, indestructible, ideal line, suggested gear, 
throttle help and steering help. If you ask nicely, it 
might even wipe your arse for you. 
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HOW DEEP IS YOUR GLOVE? 

The depth of the game is also fully adjustable, and 
when setting up the car for each track, you can 
utilise authentically represented car-to-pit 
telemetry information. This includes data on; 
speed, steering demand, RPM, throttle, brake, gear 
use, ride height, suspension travel and wheel spin 
for each wheel, plus longitudinal and lateral 
acceleration. The standard car set-up options 
include front and rear wings, brake balance and 
gear ratios, with advanced procedures going as far 
as adjustments to springs, ride height, dampers and 
anti-roll bars. For those who struggle to change a 
light bulb, there is a full reference guide available. 
It'll even tell you how to change a tyre, and the 
choice of 'shoes' is crucial because, for the first time, 
weather plays a part - whether it's pissing down 
with rain in Belgium, or pissing down with rain at 
Silverstone (as usual). 

To many. Formula One is a baffling sport 
watched by bearded men in silk Benetton jackets 
and Reactolitc Rapide glasses. It might be little 
more than a procession of 200 mile-an-hour 
cigarette packets bogged down by 
incomprehensible technical regulations, but to 
millions of fans. Formula One is a passion. Geoff 
Crammond's passion is no less than an obsession, 
and working virtually alone, Grand Prix 3 is clearly 
a labour of love. It's not as if he needs the money, 
after all. 

The data might be two years out of date, but 
that's the price you pay for genius. With Crammond 
in charge, there's absolutely no doubt that Grand 
Prix 3 will be a stunning game, setting the Fl 
benchmark for years to come. You could almost say 
we're looking forward to it. C9 



THE GREAT PRETENDERS 



Many have tried, but few have come clos& Here are the also-rans 




RACING SIMULATION 2 

An excellent game, let down 
by a ludicrous name and the 
lack of an official licence, 
somettiing ttiat is set to be rectified witti Fl Racing 
SimulatkHh wtiich uses ttie same angina 

The Murray Walker 
commentary grated after a 
while, but it was playable 
enough, its console 
inclination confirmed by the 
Fl '99 release being PlayStation only. 





GRAND PRIX LEGENDS 
(Sierra) 

Set in the time when men 
were men, fuel management 
systems were called 
carburettors and cars were 
cigar-shaped rockets, this was a superbly realised 
Mea, if prohlbithrely difficult 

OFFICIAL FORMUIJ ONE 
RACING (Eidos) 
Neither here nor there, 
really - it had all the right 
ingredients which somehow 
failed to gel into a recipe for 
success, and it largely disappeared without trace. 
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NEED FOR SPEED: MOTOR CITY 

O DEVELOPER FA Canada • PUBLISHER Electronic Arts 

• WEBSITE vAw;.ea.com • OUT Summer 2000 
I Ttie Need For 

Speef? franchise 
has taken many 
guises over the 
I years, but this 
I latest one is a 
backward step, 
chronologically 
I at least, Forget 
your Ferrari Testosterones and Lamborghini Diablos. 
^Motor C/'fK features over 40 licensed classics, including a 
f1957 Chevrolet Sport, a 1963 Corvette Stingray and a 
1966 Pontiac GIG, all of them extremely customisable. 

Some interesting on-line options are also planned, with 
the intended creation of a Motor community. Virtual 
Grease, anyone? 

OFF THE ROAD 

O DEVELOPER Invictus • PUBLISHER Codemasters 

• WEBSITE www.codemasters.com • OUT Spring 2000 
f ' Off road racing 

would appear to 
be all the rage, 
with only the 
definite article 
fc^ separating this 
■ Codemasters' 



counterpart. Whether the name wiii remain the same is 
yet to be confirmed, but this is 4x4 arcade racing 
featuring trucks, buggies and even military vehicles, all 
with realistic, individual handling. 

Developed by Hungarian outfit Invictus, Off The Road 
takes in 1 8 vast locations, from the snow and ice of 
Yosemite to the arid dunes of ttie African desert. 

THE ITALIAN JOD 

O • DEVELOPER SCi • PUBLISHER SCi • WEBSITE 

www.sci.co.uk • OUT Summer 2000 
"You're only supposed to blow the bloody doors off!" 
Starring Michael Caine. Noel Coward and Benny Hill. The 
Italian Jobms originally released in 1969, and seemed 
to be on television at least three times a year for the 
entirety of tfie Seventies, earning the humble Mini Cooper 
a legion of fans. 

The ultimate caper movie, it's ideal fodder for a game 
conversion and we await the results with interest. Still not ' 
sure about that ending, though. 

OFF ROAD 

O DEVELOPER Rage Birmingham • PUBLISHER Rage 
• WEBSITE www.rage.co.uk • OUT Spring 2000 
No prizes for guessing what kind of racing is on offer 
here, with Off Road you compete on some of the 
most treacherous, exciting and compelling off-road tracks 
from around the world. 

Races can either be against the clock or an opponent, 
comprising both an arcade mode and a full World 
Championship. A wide selection of vehicles is available, 
each with three levels of upgrade, making for some 
particularly realistic vehicle handling. Interesting. 

MOTOCROSS MADNESS 2 

O DEVELOPER liambow Studios • PUBLISHER 
Microsoft •WEBSITE www.microsott.com • OUT Feb '00 
^ Bike games don't 

get much better 

' . . • than the original 

\\\' -l^.^* . , _ Motocross 
Madness -a 
problem when 
fashioning a 
sequel. However, 
a host of new 
features are promised, including weather effects, with 
water and ice affecting the bike's overall performance. 

The scenery is also being vastly improved, and the 
outdoor tracks will be littered with trees, bushes, cones, 
hay bales and spectators. Chuck in some theme- based 
environments, such as trailer parks and deserted airports, 
and Motocross Madness 2 looks like another winner. 



O Developer Digital Illusions • Publisher Infogrames • Website www.infogrames.co.uk • OUT Spring 2000 




Hrom the developers of 
Motorhead, this is the officially 
licensed game of the Michelin Rally 
Masters Championship - the annual 
Gran Canaria event whereby two 
cars compete side by side on a 
parallel figure of eight circuit, 
Scalextric style. As much about 
drivers as it is the actual cars, the 
championship enables you to take 
on the likes of Alistair and Colin 
McRae, not to mention Hannu 
Mikkola, Stig Blomqvist and some 
two dozen other unpronounceables, 
the contest taking place on a 
knockout basis. 

There are three other game 
modes to enjoy, all based on fictional 
tracks, and there is certainly plenty 
of variety on offer, the 48 courses 
ranging from American stadiums to 
agricultural backwaters. 

2D trees notwithstanding, Rally 
Masters is graphically impressive 
and looks like being an excellent 
addition to the genre, falling 
somewhere between the anal 
authenticity of Rally Championship, 
and the simplistic, elongated 
powerslide of Sega Rally 2. Nice. 




"Anywhere here's fine, mate." 
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©DEVELOPER Codemaster 


s • PUBUSHER Codemasters • WEBSITE www.codemasters.com • OUT Spring 2000 



ITl aving swapped his Subaru for a Ford Focus, the 
LUyear 2000 will herald the return of the Mc, the 
dour Scotsman again lending his name to this highly 
anticipated sequel. Widely considered a benchmark 
for rally games on the PC, the original Colin McRae 

Rally is still a supremely 
playable affair, 
with only the 
occasionally 
lacklustre 
j^raphics giving 




away its age. Naturally, this will be addressed in McRae 
2, as Codemasters are promising a refined graphics 
engine which allows for greater depth of detail and 
speed of movement, with cars looking far more realistic 
due to a significandy higher polygon count. They've 
also been given a paint job in the shape of a new 
reflection-mapping technique, which gives the cars a 
sleeker effect. The scenery will also benefit from the 
new engine and uses photographic references from 
each of the countries featured. It looks great, and 
frankly, it's hard to see how they can go wrong. 



Look at that. T^ees and everything. 
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O DEVELOPER Polygon Studio • PUBLISHER THQ • WEBSITE www.thq.com • OUT Summer 2000 




nnith the spectacular 



Midtown Madness opening 
the floodgates for urban racing, 
the inevitable imitators are 
beginning to trickle through, 
and Felony Pursuit could be 
one of the best. Gone is the 
geographical authenticity of 
Microsoft's Chicago-based 
classic, developers Polygon 
Studio instead opting for a 
futuristic 21st century setting. 
The city has been designed 
with input from professional 
architects and urban planners, 
and is composed of more than 
1.5 million polygons, spanning 
a hundred miles of game space 
and offering an extremely 
complex traffic network. The 
cars are in keeping with the 
setting, and again have each 
been professionally designed, making some 18 different 
vehicles available. 

Essentially a futuristic urban car-chase adventure, the 
game spans 38 missions, with tense cat-and-mouse chases 
between hardened criminals and law-upholding police at the 
heart of the action. Felony Pursuit gives the option to play as 
either the cops or the robbers, and there are no prizes for 
guessing which we'll be choosing. 



G Cops & Robbers, 21st 
Century style. 
OA bridge too far for ttiis 
'ere crook. 
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O DEVELOPER Rage • PUBLISHER Rage • WEBSITE www.rage.co.uk • OUT Spring 2000 



□ s the name suggests, you're not going to see much daylight, with races only taking place from dusk till dawn. 
Set in Japan, Midnight GT takes the form of an official street rally racing league, contested by standard road- 
legal cars with the odd bit of turbo-charging and tweaking. Drivers compete to be number one in the prestigious 
Midnight League, and races take place on tightly winding city streets, as well as demanding open rally courses. 

Set over 12 different environments, the game will offer a wide array of surface properties that will affect how 
the cars handle. Loosely based on a variety of high-powered Japanese sport cars, real world data has been used 
to model the handling, and vehicles can sustain visible and mechanical damage, which will affect performance 
accordingly. 

There's also an arcade 
mode thrown in for good 
measure, and Midnight GT 
could well be worth staying 
up for. 
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WORLD SPORTS CARS 

O DEVELOPER West Racing • PUBLISHER Empire 
Interactive • WEBSITE www.empire.co.uk 

• OUT Spring 2000 

Another generic 
title from 
Empire, and 
I anottier chance 
to drive the 
world's fastest 
cars. With free 
roaming circuits, 
it's theoretically 
possible to lake your vehicle off the track, through the 
parking lot and into the streets. Why you would want to Is 
anyone's guess, but the 12 or so cars will be subject to 
real time kinematic accidents, complete with damage, dirt 
and fire. Chuck in weather effects and interactive pit 
stops, and it could be a passable effort. 

DEMOLITION RACER 

O DEVELOPER The Pitbull Syndicate • PUBLISHER 
Infogrames • WEBSITE www.infogrames.co.uk 

• OUT March 2000 

The Pitbull Syndicate boasts members of the Destruction 
Dert?yteam, so they've got a good, erm. pedigree. The 
aim is obviously to smash as many other vehicles as 
possible, but variants include bowl matches, last man 
standing and suicide racing. Visible damage, mud and 
night driving, and the promise of huge jumps and 360- 
degree corkscrews, should be enough to put off anyone 
with a history of carsickness. 

FORD RACING 

O DEVELOPER FlUi! • PUBLISHER Empire Interactive 

• WEBSITE vvvvv/forflracing.co.uk • OUT Jan 2000 
It might sound 
like a Friday 
evening in 
Essex, but 
Empire's 
austerely named 
racer is actually 
a franchise 
based on the 

Ford Racing team. The game features 12 hand-picked 
cars from the Ford Motor Company's comprehensive US 
and exotic European road car model ranges, including the 
Taurus, the Mustang. F-Series. Explorer and GT90. as well 
as several concept' cars. Ford Racing iealures 10 
minutely detailed racetracks, and a Career Mode 
competition against 80 other drivers. 

F1 2000 

O DEVELOPER EA Sports • PUBLISHER EA Sports 

• WEBSITE www.ea.com • OUT Spring 2000 

Since the Formula One licence became openly available, 
publishers have been snapping it up hungrily and 
slapping it on to their games with gusto. EA are never 
slow to grab a licensing opportunity, and F1 2000 ^\\\ 
recreate the 1999 FIA Formula One World Championship, 
which already puts it a year ahead of Fl Grand Prix 3. 
The authenticity of drivers, cars and tracks is guaranteed, 
including the debut of the British American Racing team 
and the brand new Malaysian Sepang circuit. 

THE DUKES OF HAZZARD- 
RACING FOR HOME 

O DEVELOPER SuutliPeak Interactive • PUBLISHER 
SouthPeak Interactive • WEBSITE www.southpeak.com 

• OUT March 2000 

Yee Haw! A staple diet of any proper childhood, the Dukes 
are back in a 3D, mission-based driving game set in 
Hazzard County. Playing as either Bo or Luke Duke 
(voiced by original actor Tom Wopat). you take the wheel 
of the indestructible General Lee to save the family farm, 
defend the Duke name and rescue Daisy, all while eluding 
local law enforcement authorities and scheming villains. 
All together now: "Just two good ol' boys, never meaning 
no harm. ^^^^^^ _ 

^« • 





«86PCZ0NE2i<Uu 3S 



Drive properly. 



f! 2000 AND BEYOND 





BEETLE CRAZY CUP 

O DEVELOPER Xpiral • PUBLISHER Infogrames 

• WEBSITE www.infogrames.com • OUT February 2000 
I Popular among 

students 
and ottier un- 
I desirables, the 
humble Beetle's 
had many guises 
and there are 

^^^^^^^^^^^^^^ some more in 
/^^HIH^^HHII^B here. The game 
features 18 models, including your common or garden 
Beetle, Manx Buggy car. Karmann Ghia, Towd. Baja 
Buggy. New Beetle Cup. 356. and a Van. 

With a Sixties atmosphere conveyed by colourful 
graphics, sound tracks and car design, it looks like being 
a riot of colour and fun. 

TREAD MARKS 

O DEVELOPER Longbow Digital Arts 

• PUBUSHER Longbow DA • WEBSITE 

www.LongbowDigitalArts.com • OUT TBC 

Tank racing has 
I yet to fully 
capture the 
imagination of 
the public, but 
undeterred, 
Longbow Digital 
Arts are pressing 
ahead with Tread 
Marks - despite the temptation to call it Skid Marks. 

Off-road tank racing it is, though, and Tread Marks lets 
you put holes and scorch marks in the terrain, dig a new 
canyon or level a significant chunk of the map. 

GRAND THEFT AUTO 3D 

O DEVELOPER DMA • PUBLISHER Take 2 

• WEBSITE wwvv.take2europe.com • OUT May 2000 
With GTA 2 finished, the staff of DMA have been drinking 
themselves blind, to finally emerge, ashen-faced and 
shaking from their alcoholic stupor, to face the onerous 
task of typing in GTA 3D, the third progression in the series. 
It didn't vw)rk for Jaws 3D, but hopes are high that it will 
enable you to walk about first-person style and steal cars, 

GRAND THEFT AUTO: ONLINE CRIME WORLD 

O DEVELOPER DMA • PUBLISHER :K;: / 

• WEBSITE www.iake2europe.com • OUT TBC 

The Take 2 organ grinders are certainly working the DMA 
monkeys for all they're vi/orth, having snatched them from 
the clutches of Infogrames after Gremlin's dissolution. 

Online Crime World \s being developed alongside GTA 
3D, and details are sketchy. Essentially, the idea is that 
worldwide servers let you drive with and against other 
players through Ixal cities, probably in a 2D style. 

ROUCAGE STAGE II 

O DEVELOPER AID • PUBLISHER GT Interactive 

• WEBSITE www.gtineractive.com • OUT TBC 

While largely ignored on the PC. it was perfectly playable 
on PlayStation, with vehicles consisting of strange, flat, 
four-wheeled affairs that happily flipped and continued - 
a novel design, yet to catch on in the real world. 

The sequel should boast flashier graphics and more 
over-the-top pyrotechnic effects, while hopefully 
maintaining the pick-up-and-play factor of the original. 

HOVERACE 

O DEVELOPER GCSgamewoild •PUBUSHER Grokksoft 

• WEBSITE www.GCSgameworld.com • OUT Spring 2000 
Nothing to do 
with the place 
near Brighton, 
HoveRace is 
pronounced 
'Hover Race' 

I and, logically 
enough, involves racing hovercraft. A far cry from the 
norm, these are based on common civilian and military 
models, but suitably equipped with weapons and armour. 

Largely designed for Internet play, the game also claims 
to offer economics management, with prize money being 
used to upgrade your hovercraft. 
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O DEVELOPER EA Sports • PUBLISHER EA Sports • WEBSITE www.ea.com • OUT Jan 2000 




s bike games go, Superbike 
World Championship was one 
of the best - ably recreating the 
experience of tearing around a 
track at breakneck speed with 
your knee grazing the tarmac. 
No strangers to sequels (or games 
ending in 2000), the inevitable 
Superbike 2000 will be with us in 
the new millennium. 

Claiming to offer the most 
faithfully modelled bikes, physics, 
riders and tracks ever seen, 
Superbike 2000 will also take 
motorcycle racing online with a 
new Internet racing option. 
Chuck in some two-player split- 
screen racing and it looks like 
being thrills and spills for all the 
family, either at home or 
hundreds of miles away. 

The game also brags new TV- 
style presentation, with race 
commentary from TVs Keith 
Huewen (who?) and has been 
updated for the 1999 SBK 
Superbike World Championship 
Season. With motion captured 
riders and additional weather 
effects, expect it to rock big bells. 




"Nice bum! He must work out" 
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1 O DEVELOPER UD5 


)• PUBUSHER Codemasters' 


► WEBSITE www.codemasters.com • OUT Spring 2000 J 



Draditionally the preferred mode of transport of 
small-time drug dealers, mountain bikes have yet 
to make much of an impression on the rarefied world 
of virtual reality computer games. Until 2000, that is, 
when No Fear Downhill Mountain Biking becomes the 
first dedicated game of this popular and demanding 



sport. Serious cuts and bruises, blood splattered legs, 
aching limbs, dirt and gravel pummelling your skin - 
none of these should be of any concern as the only 
injury you're likely to acquire is a chafed thumb. 

Set over 11 international locations, from the arid 
desens of Morocco to the snow and ice of Sweden, the 

in-game cyclists pedal, 
wiggle their bikes, 
crunch into the saddle 
after a heavy jump and 
lean into comers, even 
lacing their feet down 
for added stability. The 
action can be viewed 
from a third person 
perspective or, for the 
full effect, from over 
the handlebars. 
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O DEVELOPER Torus Games • OUT TBC • PUBUSHER Sci • WEBSITE vvww.sci.co.uk • OUT TBC 



Having come full circle, the next game in the multiple award-winning 
Carmageddon series is named after the film that inspired the original 
concept. Now developed by Australian outfit Torus Games, this 
latest incarnation is already reckoned to have twice 
the frame rate of Carmageddon II. 

Designed from the ground up for Internet 
play, the game will boast unique arenas and 
play modes, with the focus on fast action 
gameplay in immersive environments. 
These will take many forms, including 
Suburbia, which will 
contain a cinema, a 
moving bridge and a 
football pitch. There's 
also a typical English 
country estate, 
complete with golf 
course, horse stables 
and a tranquil lake 
surrounded by deer, 
all of which should 
be quite satisfying to 
run over. 

Of course, mowing 
down zombies will 
still play a major part 
of the game, but this 
time they will be far 
more aggressive - 
and even homicidal. 












1 




O DEVELOPER Digital Anvil • PUBLISHER Microsoft • WEBSITE www.microsoft.com • C 


UT Spring 2000 








Tk^ffic and everything. 








□ uch is expected of Chris 
Roberts' Digital Anvil 
studio, not least from publisher 
Microsoft, and Loose Cannon 
looks like it could well be one 
of the titles that will help to 
establish their reputation. 

Set in a cliched future, it 
features intense mercenary 
style action, both on foot and in 
various vehicles. Assuming the 
role of a ruthless bounty hunter, 
the game involves traversing a 
crime-infested United States in 
pursuit of the leader of a 
criminal syndicate that has 
sprung up in the wake of the 
nation's economic collapse. As a 
mercenary, you face a broad 
range of choices, including 
which missions to accept and 
whether to proceed on foot or in 
one of 15 customised vehicles 
which, if you crash or collide 
them, may force you to get out 
of your car to make some 
repairs, or even steal another. 

A blend of realistic driving 
physics and fast-paced action. 
Loose Cannon looks like being a 
refreshing mix of genres. 




TEST DRIVE 6 

O DEVELOPER PitlDull • PUBLISHER Infogrames 

• WEBSITE vvww.infogrames.com • OUT June 2000 
r J Full marks for 

perseverance 
' here, astfie 
I series reaches 
I the half-dozen 
mark. Test Drive 
6 promises to be 
t)etter than ever, 
and comes 

replete with 39 unique licensed vehicles, including the 
muscle of the Dodge Viper GTS, the class of the Jaguar 
XKR, the growl of the TVR-Speed 12 and the sheer speed 
of the McLaren F1. 

With rocket-fuelled cars, breakable objects, shortcuts 
and plod constantly on your back, this one could well be 
worth a look. 

F1 RACING SIMULATION 

O DEVELOPER lJi)i Sufi • PUBLISHER Video Systems 

• WEBSITE vmw.ubisoft.co.uk • OUT September 2000 
Monaco Grand Prix Racing Simulation 2 had everything 
but the official licence. Ubi Soft have addressed this by 
taking the same engine, tweaking it a bit and adding the 
details for the 1999 Formula One season. 

The game is actually being published by Video 
Systems, who were responsible for Eidos' Official Formula 
One Racing. Ubi Soft are developing, distributing and 
marketing it, and tell us it that it's got everything you'd 
expect in an F1 game plus a few extra treats. 

DRIVER 2 

O DEVELOPER Reflections • PUBUSHER GT Interactive 

• WEBSITE www.gtinteractive.com • OUT TBC 

The game might not have quite lived up to the marketing 
campaign, but such was its effect that a sequel was 
almost guaranteed. Driver 2 cou\(i see a shift of location, 
with bigger cities and perhaps some multi-player options. 

So confident are Reflections of Its success that they are 
actually simultaneously working on Driver 3, which viaII 
inevitably feature the things they couldn't squeeze into 2. 
There are no release dates as yet, but don't be surprised 
if it becomes a Christmas perennial. 

RAUY RACING SIMULATION 

O DEVELOPER Ubi Soft • PUBLISHER Ubi Soft 

• WEBSITE ;w/w.ubisoft.co.uk • OUT September 2000 
Based on one of 
the world's most 
prestigious and 
difficult rally 
championships, 
Ubi Soft's 
Rally Racing 
Simulation takes 
helmet buffers 

on a high speed tour of the South of France Rally. 
Featuring the 1 998 tracks In their entirety. It Includes all 
18 stages, and comprises around 360 kilometres of 
French road. 

With over 30 different cars to choose from. Rally 
Racing Simulation looks like rocking fairly large bells, and 
should be one to watch. 

WACKY RACES 

O DEVELOPER Infogrames • PUBLISHER Infogrames 

• WEBSITE vvww.infogrames.com • OUT June 2000 
Another crucial element of a Seventies childhood, Wacky 
Races provided many youngsters with their first taste of 
gambling, with pocket money often laid on the outcome. 
Those days can now be relived courtesy of Infogrames, as 
1 1 teams employ a variety of tactics to secure that 
elusive win. 

All your favourites are here, from Pat Pending in his 
Convert-a-car to the Bouldermobile with the Slag 
Brothers, Rock and Gravel. 
Odds on Dastardly and 
Mutley to win, 

anyone? 
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ROLE-PLAYING GAMES 




O DEVELOPER Blizzard • PUBLISHER Sierra/Havas Interactive • WEBSITE www.blizzard.com • OUT March 

Paul Mallinson updates us on Blizzard's devilish new sequel 



Hor a game so fundamentally 
simple, the original Diablo 
managed to generate an 
inordinate amount of interest 
from the hard-core role-playing 
fraternity. All the major forums 
and message boards were 
rammed with anal conversations about mythical 
objects buried deep within and meandering tales of 
personal adventures in the game. Strange for what 
was essentially a hack and slash 'em up... 

Whether this was because the game gave these 
usually intensely reclusive people the opportunity 
to drop their gaming guard for a little while by 
playing with their friends over the Internet, or 
simply suck in some honest to goodness eye candy, 
we'll never know. What we do know though, is that 



How will Diablo //fare against such 
strong competition? 



A different kettle of fish it may be, but Diablo II 
is going to liave to be extra special to knock 
System Shock 2 horn its current position as 
'all-conquering PC RPG*. 

BALDUR'S GATE (INTERPLAY) 

An excellent RPG, but about to be superseded by 
Icewind Dale and BaUur's Gate 2 from the same 
development team. Diablo //could end up as a 
better bet 

An excellent game, but lacking soul. It owes more 
than a passing nod to the original Diablo, and we 
doubt that it'll be sbting enough to beat Diablo II 

LANDS or LORE III (m 

Mmm. This game is starting to look very dated 
next to other 3D RPGs. It's an excellent adventure 
and a decent piece of programming, but it will 
pale next to Diablo lU 



the sequel - yes, Diablo II - is almost certain to 
attract the same kind of games player as its 
predecessor, because essentially it's more of 
the same only better. 

WET DREAM 

Since we last saw the game (way back in PC 
ZONE issue 78), we've learned much more 
about Diablo II and what we can expect in 
terms of gaming enhancement. Because 
Blizzard have decided to keep the game 2D 
(with 3D colouring and light-sourcing), they are 
planning to avoid criticism of their technology by 
making everything else in it a role-playing gamer's 
wet dream, from the interface to the graphics, and 
everything in between. 

We've mentioned before that the gameplay 
world of Diablo II will be split into four separate 
areas, or 'towns', each of which will have one main 
dungeon, several sub-dungeons and a surrounding 
wilderness area to explore. We've since learned 
that these towns are to be as big, if not bigger, than 
Tristram, the town from the original Diablo, making 



(re-open an ancient teleportation system in the 
form of a circle of stones). The Forgotten Tower 
(clear out a beast-infested tower and search for 
treasure), Den Of Evil (rid a den of monsters and 
search for treasure), Tomb Of Tal Rasha (locate the 



^ As long as we don't end up with a buggy first release, Oiablo //could well 
end up being one of the slickest games ever made^ 



Diablo II more than four times bigger than the first 
game. So far, monastery, desert, and rainforest have 
been confirmed as towns, with one more town yet 
to be announced. 

GO QUEST 

Once you've completed all the quests in one town, 
you will be able to return to it whenever you like, 
but you will not be allowed to move to another 
town until your business in the current one is 
finished. In total there will be at least 20 major 
quests in the game, all of which will be available 
in single and multiplayer modes. And, like the 
above mentioned restriction with the towns, you 
will only be able to move on to the next quest 
when you're finished with the one that you've 
got. Quests that we already know about include: 
Sister's Burial Ground (battle dead rogues in the 
Rogue Monastery Burial Grounds), Field Of Stones 



Tomb Of Tal Rasha and prevent Diablo from freeing 
his brother, Baal). There will be new multiplayer 
options on Battle.net, including an online trading 
post and a player ranking system. Multiplayer 
games will enable up to eight players per game. 
Blizzard have also already hinted that they hope 
to release expansion packs that will add more 
quests to the game. 

SKILL TREE 

There will be five all-new character classes with 
unique attributes and abilities (Amazon, Paladin, 
Necromancer, Barbarian and Sorceress), and 'Skill 
Trees' unique to each class have been developed 
to drip special powers and abilities to you as you 
progress through the story. The skill your character 
specialises in determines how you get to distribute 
level-up points. If you choose to go one way with 
attack skills, you'll be able to gain certain abilities, 
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but others will be more difficult to obtain because 
of that decision. It will not be possible to learn each 
and every skill, so each character will be forced 
to specialise. Visually too, your on-screen fighters 
will be distinguishable - even down to the clothes 
and armour that they wear - thanks to some nifty 
built-in equipment/character modelling techniques. 
Pretty much everything your party wears and uses 
is shown on screen in minute detail. 

HEY. GOOD LOOKING 

Blizzard's art department have produced a great 
deal of significant work recently. Although a good 
proportion of it is still under wraps (we don't want 
to ruin it for you now, do we?), we've seen the 
real-time lighting effects bring to life some truly 
stunning 3D rendered bitmaps, making it more 
than easy to forget that Diablo II is not the 
polygonal wank-fest some of us were hoping for. 
Attention to detail is something that Blizzard have 
been renowned for in the past, and Diablo II 
promises to continue that trend. Atmospheric 
t tects such as night and day cycles, rain and fog 
are in there, as are leaves blowing in the breeze, 
livestock moving from field to field, and rivers 
flowing in an eerily realistic manner. 

A lot of the monsters too are not only better 
looking, but also bigger and badder. Take the 
Blunderbore, for example: a desert-faring beast 
with a tiny head and huge body. Or the Gargantuan 
Beast: a big, hairy monster which crushes 
opponents with its hands. And there's a boatload of 
other scary creatures. All have improved artificial 
intelligence, and some are now capable of working 
together and hunting in packs. As if it wasn't hard 
enough before... 

NO BUGS PLEASE. WE RE BRITISH 

In the end there's no doubting Diablo IPs potential. 
As long as we don't end up with a buggy first 
release, Diablo II could well end up being one of 
the slickest games ever made. Even the menus look 
sexy, sleek and superbly designed. Blizzard know 
what they've got, know the people who want it, 
and are promising to deliver early next year. And, 
providing we're not eating our words thanks to 
'slippage' come next November, PC ZONE will be the 
first to playtest it for you. Watch out for a full 
review and a final verdict soon. 
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A Shot of the new, Improved 


multlplayer menu. 







Notice the moody blue lighting? 
Diablo II m\\ be full of that. 



\ 










This piece is a bit sparse. Who 
nicked the bleedin' furniture?! 



Difficulty levels have been removed 
because the game automatically 

adjusts as you play. 



Atmospheric effects such as day and 
night cycles, weather effects, and 
new sound effects are included. 




fflW ALL-IMPORTANT STORYLINE 

In a nutshell, here's what Diablo His all about... 

As ttie game opens, the hero (after containing DIablo's spirit in the 
first game) journeys to the East and assumes Diablo's original 
appearance and power. He then marches off to raise an army to 
aid him in his conquest of the worid. DIablo's plans unveil as 
the game progresses: he's attempting to free his brothers, Baal 
(the ion\ of Destruction) and Mephlsto (the Lord of Hatred), in 
order to reinstate the triumvirate of evil. What this means in 
gaming terms is that you're In deep trouble and must hack up 
loads of monsters to prevent the bad guys from winning. 




4 



Is this what they mean 
by 'running hot-foot'? 
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SUMMONER 

O DEVELOPER Volition. Inc. • PUBLISHER THQ • 
WEBSITE WAV.volition-inc.con^ • OUT " ' mn 2000 





Volition are twasting that ttieir monervAW 
have "the best 3D rendering eny,iit: < v,ji ooen in an 
RPG", and looking at what they've whipped up so far they 
could be right. With pausable real-time combat, "jaw- 
dropping" spell effects, parly-based multiplayer, and a 
dynamic, free-roaming camera, Summoner cou\6 well end 
up being something rather special for publisher THQ. 

ARCATERA 

O DEVELOPER Westka Kommunikations • PUBLISHER 
Ubi Soft • WEBSITE www.ubisoft.co.uk • OUT Spring 
2000 

Apparently 12 years in the making, that certainly didn't 
appear to be the case with Arcatera when we saw it last 
summer. Now though, this side-on adventure/RPG hybrid 
seems to be coming together nicely. Arcatera is a 
medieval game with a huge world featuring lots of 
different towns, inhabitants, cultures, religions, devils and 
demons, monsters, secrets and unresolved quests. 

POOL OF RADIANCE: RUINS OF 
MYTHDRANNOR 

O DEVELOPER Stoi nifront Studios • PUBLISHER 
Mindscape • WEBSITE www.mlndscape.com • 

OUT Winter ?000 

' The latest game 
■ in SSI's decades- 
old 'Gold Box' 
AD&D series will 
take you on a 
j journey to Myth 
Drannor, one 
of the most 
I dangerous places 
ever created fc gotten Realms campaign 

setting. Using thiru uUUiui i Al)&D rules, Ruins Of Myth 
Drannor W\\\ hopefully take isometric role-playing to a 
peak with highly detailed visuals and compelling single 
and multiplayer scenarios. 

ASHERON'SCAU 

O DEVELOPER Turbine Entertainment • PUBLISHER 
Microsoft • WEBSITE www.microsoft.com/games/ • 
OUT Imminent 

Microsoft's 
massively 
multiplayer role- 
playing world 
recently went 
live over in the 
US. and is 
rapidly gathering 
a significantly 

large fan base. The pull with this particular online RPG Is 
that you're actively encouraged to join up and work with 
as many other people as possible - the more allies you 
acquire, the greater your influence becomes. 

'legend of the dlademasters 

O DEVELOPER Honin Entertainment • PUBLISHER 

Ripcord Games • WEBSITE www.blademasters.com • 
OUT Mid 2000 

We don't know a great deal about Legend Of Ttie 
Blademasters, except that it's being described as an 
action/adventure/RPG and that, visually at least, there's a 
healthy anim6 influence presiding over the whole project. 
Apparently resource management features are included, 
along with tactical combat and plenty of magic, not to 
mention a modicum of Japanese- style craziness. 
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O DEVELOPER Bic 


Ware Corp • PUBLISHER Interplay • WEBSITE www.interplay.com • OUT Autumn 2000 









U surprise RPG hit of '99, 
Shadows OfAmn promises 
to take the popular Baldur's 
Gate series even further 
with tons of new additions 
and a load of game 
enhancements. You'll be 
able to import your 
characters from the original 
Baldur's Gate into this game 
(but not the other way 
around), as well as custom 
character portrait art and 
your own digital speech. 
There'll be a full-screen 
mode this time around, and 
the cut-scenes can now 
be skipped if you so 
wish (yay!). On top of 
that there have been 
improvements and 
fixes to paihing, 
journal management, 
interface (with new 
'Byzantine brown 
stone' look!), dialogue 
and multiplayer (no more 
annoying pauses during 
conversations). Combine that 




with full 3D card support, more than 100 
^ / new sub-plots, new weapons, and the fact 
^ ^ that there'll be far fewer 'empty' areas to 
i xplorc than in its predecessor, and you're 
looking at Shadows OfAmn being one of the biggest 
and most complex RPGs ever released on PC. 



im 



O DEVELOPER Westwood • PUBLISHER LA • WEBSITE www.westwood.com • OUT Imminent 





Nox promises unbridled power for would-be mages everywhere. 




Despite all the warnings, Tyrone attempted the dreaded halitosis spell. 



nn hen Westwood first showed 
iiJ off their new isometric RPG 
at a conference last summer, the 
crowds could hardly contain 
their excitement. The brilliant 
isometric graphics and the 
wonderful line of sight system 
(which cleverly blacks out 
unseen areas on the fly - wait 
till you see it moving) may have 
had something to do with it, but 
the fact that the game didn't 
take itself too seriously that also 
appealed. After all, how could 
any game with a central 
character called Jack, who's a 
car mechanic from a trailer park 
in south central Florida, take 
itself seriously? 

Regardless, Jack is flung into 
the recesses of Nox - a world of 
dark, light and magic (and 
probably goblins) - as either a 
warrior, conjuror or wizard, and 
is presented with 33 chapters of 
skulduggery to uncover. The 
single-player game is pretty 
much complete and in test, with 
the implementation of the 
multiplayer features now 
coming to fruition. 
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O DEVELOPER Black Isle Studios • PUBLISHER Internlay • WEBSITE www.interplay.com • OUT First half of 2000 



nf you're the kind of role-playing nut 
who prefers classic dungeon-based 
adventuring to wandering through the hills 
and dales of some far-flung fantasy land, 
then Bioware's forthcoming Icewind Dale, 
based on the trilogy of books by Robert 
Salvatore, should be right up your street. 

Using a modified version of the famed 
Infinity engine (as seem in Baldur's Gate 
and Planescape: Torment), and 
fashioned from the omnipotent 
Forgotten Realms AD&D 
campaign setting, Icewind 
Dale is a six-party single or 
multi-player RPG with more 
than 50 deep, dark dungeon 
levels to hack and slash your 
way through (the developers 
are saying that this number 
will increase as production 
continues). These dungeons will 
be accessible from ten completely 
diverse environments, from ice-filled 
mountain passes leading to steamy 
geothermal cave systems, to tunnels carved 
through the heart of a living glacier, all of 
which will be populated with some seriously 
huge new monsters (Black Isle are sticking 
to the Monstrous Manual on this one), plus 
the usual shedload of yappy NPCs. 



You don't have to wait for Baldur's Gate 2 for more AD&D trickery. 








You want dungeons to explore? There are 50 here, so take your pick. 





ji:Mij;):ir!m'iii 


O DEVELOPER Squaresoft • 


PUBLISHER Eidos • WEBSITE www.squaresoft.com • OUT Winter 2000 



Hhe sequel to one of the biggest games of all time. 
Final Fantasy VIII is the latest in a long line of 
quirky Japanese RPGs from development giants 
Squaresoft. This time the usual crazy, over-the-top 
storyline follows the exploits of one Squall Leonhart, 
a military school cadet with a relentless drive to 
join an elite mercenary unit called SeeD. 
His final test as a graduating cadet of 
SeeD is to settle the growing 
hostilities between the 
neighbouring countries of 



FFVIII has done more then 3,500,000 copies in Japan alone. 




No wires and no mirrors. This is Just old-fashioned magic. 



Galbadia and Dollet. What was 
already a confusing set of events 
takes a turn for the worst when 
Galbadia begins its invasion on the rest 
of the world and the shit really hits the fan. 
A la FFVII, Final Fantasy VIII will mix pseudo turn- 
based combat, adventuring elements and daft dialogue 
to varying degrees of success. The PlayStation version 
met with some criticism recently, although there's no 
doubting the game's overall quality and staying power. 
At the end of the day, though, Final Fantasy fans will 
doubtless lap it up. 



GOOD & EVIL 

O DEVELOPER Cavedog • PUBLISHER GT • WEBSITE 

www.cavedog.com • OUT Spring 2000 

^ *t JT* *. Ron Gill)ert. the 




man behind the 
hugely tunny 
Monkey Island 
adventures, is 
planning to 
merge RTS- 
style comt)at. 
puzzle -based 

adventuring and RPG-like depth of character in Good& 
Evil, a new party-based RPG with an ever-changing 
environment. Mixing classic fantasy motifs with pirates, 
the Wild West, kung fu fighters, cyborgs and mobsters. 
Good & Evil promises to have us rolling in the aisles 
rather than rolling eight-sided dice. 

GOTHIC 

O DEVELOPER Piranha Bytes • PUBLISHER TBA • 
WEBSITE www.piranha-bytes.com • OUT March 
Gothic, an 
upcoming title 
from German 
developer 
Piranha Bytes, 
will attempt to 
introduce a 
,, ^ real sense of 

L^ ib^wBii k. lil consequence 

to the computer role playing genre, because the 
programmers have developed a complex 'neural network* 
memory system for all of the 200 NPCs that inhabit the 
game. Technologically the game seems quite advanced, 
and the dark nature of the visuals should appeal to 
Goths everywhere. 
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EYERQUEST: THE RUINS OF KUNARK 

O DEVELOPER 989 Studios • PUBLISHER Sony 
WEBSITE viww.everquest.com • OUT March 
Sony's ever-popular online role-playing 
game is due a make -over in the 
form of an expansion pack 
called Mns Of Kunark. 
An all-new continent, more 
than 20 new adventure 
zones, numerous characters, 
an additional playable race 
and an enhanced 3D engine 
are all on the cards. Existing 
EverOuest players will be able to 
purchase the expansion pack directly 
online, but a final price has yet to be decided upon. 

EON 

O DEVELOPER Computerhouse/Neogames 
PUBLISHER TBA • WEBSITE www.eongame.com • 
OUT TBA 

Eon, based on an original, Swedish fantasy role-playing 
game, is being put together by some guys who claim 
that: "If magic would indeed exist in our world, it could 
very well work as it does in Eon." Which, roughly 
translated, means they're attempting to cross real life 
with ores and goblins. Whether that'll work or not remains 
to be seen. As an isometric RPG, though, it could be 
alright. We'll just have to wait and see. 

CRUSADERS OF MIGHT & MAGIC 

O DEVELOPER 3D0 • PUBLISHER Ubi Soft • 
WEBSITE .V 3d0.com • OUT March 

I In Crusaders Of 
Height & Magic, 
you play a young 
warrior called 
Drake, whose 
family has been 
I killed by the 
undead. Your 
mission is based 
on revenge (always a virt)rthy motivation) and involves lots 
of traps, sword fights, story and role-playing. Lavish 3D 
graphics will bring the series out of the graphical 
doldrums, but the Tomb Raider-s\^e gameplay may put 
off some hard-core purists. 
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STORMBRINGER: ELRIC OF MELNIBONE 

O DEVELOPER Snowball Interactive • PUBLISHER TBA 

• WEBSITE .'.rAv.snowball.ru • OUT Spring 2001 

Stormbringer: Elric OfMelnibone is an 
i ^ RPG/adventure based on the first 
w I i novel of Michael f^^oorcock's Elric 
^[ J saga, and at this particular 

'4 . moment in time the game is 

: still at a very early stage of its 
' r design. Despite that, we do 
know that it'll be about the 
tragedy faced by an albino prince 
as he tries to make some meaning 
of his own existence. Which sounds, 



t t 



er, something like a sure-fire hit, yes? 






ATRIARCH 

O DEVELOPER World Fusion • PUBLISHER World 
Fusion • WEBSITE www.atriarch.com • OUT 
Mid-late 2000 

The year 2000 is gearing up to become the 'year of the 
massively multiplayer online role-playing game' by the 
looks of it, with Atriarch joining the ever-growing list of 
titles. This one will be set on the organic alien world of 
Atriana. and will be modelled in full 3D. In it you're able 
to build an empire, run the local market, or adventure 
through the untamed wilderness killing defenceless 
creatures for fun. 



HORIZONS 

O DEVELOPER Artifact Entertainment • PUBUSHER 
; Artifact Entertainment • WEBSITE wvm.artifact- 
. efitertainment.com • OUT Autumn 2000 

Strange name, 
massively 
multiplayer 
game. Horizons 
takes place in 
the world of 
Istaria. One of 
the game's most 
unique features 
%M ti^ : [)ortive of land, air, subterranean 

>and sea ua^. u uiagons fly through the sky, dwarves 
mine underground, Lamurians swim in the sea, and 
humanoids roam the land (because that's where all 
.the pubs are). 

SWORDS & SORCERY: 

COME DEVILS, COME DARKNESS 

O DEVELOPER Heuristic Park • PUBUSHER TBA • 
.WEBSITE www.heuristic.com • OUT TBA 

This first- person 
RPG was once 
owned by Virgin 

ftfJj^.'-JE \ ^ ffl Interactive, and 
[ElT ' ^'.^ilj - after they shut 

up shop in the 
States -was 
then acquired 
by Westwood 

Studios. Back in August the game's designer, DW Bradley, 
bought back the rights and went looking for another 
(publisher, the result of his search being as yet 
unannounced. Apparently the game is almost completed, 
and will be renamed before its release. 

DRAGONFUGHT: CHRONICLES OF PERN 

O DEVELOPER Grolier Kiteraclive • PUBLISHER IBA • 
WEBSITE http://pern.grolier.co.uk • OUT Mid-2000 
Despite Grolier Interactive 's recent withdrawal from 
publishing, development of their in-house RPG 
continues, with a final publisher yet to be decided upon. 
Dragonflight, based on the best-selling books by Anne 
McCaffrey, gives you the chance to develop your 
character by taking him through a military dragon-riding 
school. So prepare for plenty of 'seat of the pants' action. 
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O DEVELOPER BioWare Corp • PUBLISHER Interplay • WEBSITE http://neverwinter.net • OUT Mid-2000 



Brom BioWare, the developers ofBaldurs Gate, comes 
the brand new AD&D role-playing game Neverwinter 
Nights. Not only has the game been designed specifically 
for the online multiplayer environment and the latest in 
3D technology, it also enables you to experience all the 
magic of pen-and-paper 'Dungeon Mastering' from inside 
your PC. Using Neverwinter Nights' povy^erful, user-friendly 
Solstice Toolset, you can create and populate entire new 
modular worlds and create your own stories for others to 
adventure in. Even better, enter a multiplayer module as 
a Dungeon Master and you can 
control characters, and manage 
combat from behind the scenes, 
all in real time. 

Out of the box, Neverwinter 
Nights represents between 
60-100 hours of playing 
time in single-player 
mode, with infinite 
possibilities in multi- 
player. On top of that, 
it will be one 
of the first 
licensed AD&D 
computer games 
to utilise TSR's new 
third-edition rule set, 
which in itself puts the cat 
among the pigeons for 
most RPG purists. 





Protecting coffins has never been so much fun. 




Wow! Look at those legs! No, not hers! 
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O DEVELOPER Troika Games • PUBLISHER Sierra • WEBSITE www.sierra.com • OUT Autumn 2000] 



nn ith a title like that you'd expect to find something 
liJ pretty beardy-weirdy by usual gaming standards, 
but Fallout creators Troika Games' Arcanum: Of 
Steamworks & Magick Obscura actually seems like quite 
an interesting twist on the usual fantasy theme. 

Set in an age of industrial revolution, the game takes 
England at the turn of the 19th century as its inspiration 
but populates it with dwarves, gnomes, humans, 
halflings and ores - instead of cloth-capped, jug-eared 
old people - and the results look simply marvellous. 



Although Arcanum looks pretty normal for an RPG 
(quite similar to Fallout for some strange reason), it 
does in fact have a unique feature that makes it stand 
out from the crowd: the character system, which is 
completely classless. There's no choosing fighter, cleric 
or mage; in this you simply develop your fighter from 
scratch in any direction you want. With real-time/turn- 
based combat modes and a deep and complex statistical 
system underlying every event. Arcanum could be a 
hard-core RPG freak's dream. 





In Arcanum everyone walks around In just their knicks. 
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exec scan procedure 
security level C0V9 
clearance granted. 




SOLDIER OF 

ti FORTUNE 



Thirty real -to- life 
missions spanning fi^ 
cont i nents i p 1 us 
innovative multi- 
p layer modes. 



3-D acce lerated Quake II"* 
engine I upgraded mith 
GHOUL rendering system 
for unprecedented detai 1 
and faster gameplay. 



Story-driven plotline 
ujith ultra-realistic 
uueapons i enem i es & 
env i ronments . 
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What will your 

free domain name reveal about you 

As much - or as little - as you like. With f reenetname there are no hidden extras, so as well 
as your free domain name you'll get free e-mail addresses, 20Mb of free webspace and 
unlimited free internet access at BT local call rates UK-wide. 

Connection is quick and easy, and when you do need a spot of cover, there's always our 
handy freephone 24 hour technical support. So get yourself noticed. Visit our website now 
at www.freenetname.co.uk or call us on freephone 0800 376 6910. 




free name' 



It's free, it's easy, It's yours. 

C u iii Wum apply. S— wt M i U for <ttofc. 
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O DEVELOPER Dreamforge Entertainment • PUBLISHER ASC Games • WEBSITE www.ascgames.com • OUT Imminent 



Hevelopers ASC Games said simply that 
Werewolf is "a game that had to be 
made". Like Vampire: The Masquerade 
Redemption (Acti vision), Werewolf: The 
Apocalypse - Heart Of Gaia is based on 
a White Wolf role-playing system. 




We hope M^ereivo/f doesn't turn out to be another Wheel Of Time. 



Unlike vampires, which 
arc soulless parasitic 
creatures that breed 
humans like cattle, 
the werewolves 
in this particular 
campaign setting 
are good 
creatures that 
have been put 
on the earth to 
protect it from 
the ravages of the 
human race. 
Werewolf '\s aimed 
at people who liked 
Quake, Duke Nukem and 
Jedi Knight, but wanted 
more from their game in terms 
of depth. To achieve this, ASC 
have licensed and modified the 
ubiquitous Unreal engine to do 
their bidding, and have squeezed 
in some spectacular morphing 
effects to portray the agonising 
change from human to beast. 
And, because there'd be no 
point investing time in an effect 
that no one can see, ASC are 
making the game third-person. 







O DEVELOPER Lionhead 


• PUBLISHER EA • WEBSITE www.llonhead.com 


• OUTTBA 



Eeter Molyneux and Lionhead 
Studios are now claiming 
that Black & White, their hugely 
anticipated new-genre hybrid, is more 
of an RPG than anything else, because 
of the way your character develops 
its personality based on the way you 
control the game world. In some ways 
Black & White could be called a GRPG 
(God role-playing game), because 
of the way it mixes strategy and 
character development. 

By manipulating the indigenous 
inhabitants of a green and pleasant 
land called Eden, you gain access to a 
host of spectacular spells, and can use 
them to progress by good means or 
evil. And the nature of your character, 
and your surroundings, develops 
as a result of that progression. If 
you tend towards using evil magic 
(destructive, fear-invoking spells), 
then your homelands physically alter 
in accordance with this. 

To us. Black & White looks like 
being good, old, 'naughty' fun. But 
then we're all sick and depraved 
anyway. If you're bad and want to be 
good, or good and want to be bad, 
then Black & White is sure to let you 
assume that role. 



ANARCHY ONUNE 

O DEVELOPER Funcom • PUBUSHER Funcom • 
WEBSITE VAW/. anarchy online.com • OUT First half 
of 2000 





Anarchy Online is 
another massively 
multiplayer RPG, but 
unlike most of the 
others around it's 
set on a planet in 
the far-off future - 
29.475 AD. to be 
exact. This planet, the 
mining outpost of 
i')bi-Ka, is ravaged 
tjy conflict between 
the governing 

corporation u;:i j rebel Clans fighting the 

regime. With an extensive clan/team system and moody 
3D graphics. Anarchy Online looks like one to watch. 

SOULBRINGER 

O DEVELOPER Infogrames Sheffield • PUBUSHER 
Infogrames • WEBSITE www.gremlin.co.uk • OUT 
Early 2000 

If Vie have to wait much longer for Infogrames' 
Soulbringer, then we'll be forced to eat our own goolies 
for Lent. Spawned from the minds of the people who 
made Realms Of The Haunting (which we're big fans of). 
Soulbringer \s more of a traditional RPG, but with serious 
occult leanings rather than beardy-weirdy fluffiness. 
Which sounds scary enough in itself. 

DELIVERANCE FROM THE DARK 

O DEVELOPER Studio Blue • PUBLISHER TBA • 
WEBSITE www.studioblue.com • OUT TBA 

y "Sl^^^'^U fTiakers of 

^ ^ "V^ 'M Deliverance 

From The Dark 
know exactly 
what they're 
up against - 
Blizzard's Dlat)lo 
^ //. Studio Blue's 
tactical, fantasy, 
isometric, party based RPG bears a striking resemblance 
to the aforementioned game, and is likely to come out 
around the same time. So after seeing Blizzard's baby, 
Studio Blue recently pushed back their development 
schedule to add dynamic lighting 

SEEKER: ONE - THE STORY OF MIMB 

O DEVELOPER The Logic Factory • PUBUSHER TBA • 
WEBSITE www.logicfactory.com • OUT Spring 
Seeker \s an action role-playing adventure game described 
by developers The Logic Factory as having "the concept 
of a big PC-based RPG, that has some of the elements 
of Baldur's Gate and Diablo, combined with the full 3D 
interactivity of Mario64 or Zelda for the consoles". Not 
nnly that, but Seeker \n\\\ also be massively multiplayer too. 




HERO'S JOURNEY 

O DEVELOPER Simutronics 
WEBSITE www.hjvault.com « 




The world of Black & White. It's taking rather more than seven days to create. 



► PUBUSHER Simutronics • 
OUT Late 2000 
Believe it or not. 
Simutronics have been 
making online RPGs for 
more than 10 years. 
Hero's Journey diners 
from their other games 
(Gemstone and 
DragonRealms being their 
most famous offerings) 
because it's not text-based, it's a spinny-rotatey 3D 
masterpiece. But 10 years making online RPGs is not to 
be sniffed at. and we reckon Hero's Journey m\\ give 
even 6/0 a run for its money when it's launched. 

6UNL0K 

O DEVELOPER Rebellion • PUBUSHER TBC • 
WEBSITE www.rebellion.co.uk • OUT April 2000 
Having coded the scary Mens Vs Predator gam, you 
can expect big things from this RPG that's packed with 
robots battling against the evil cyborgs. And the title? Well 
at least it's more original than Robots v Cyborgs. 
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MILITARY AND SPACE 

R-1 7 FLYING FORTRESS 2 
THE MIGHTY EIGHTH 

O DEVELOPER Wayward Designs • PUBLISHER Hasbro Interactive/MicroProse • WEBSITE www.microprose.com • OUT March 2000 

World War II. What is it good for? Some say absolutely nothing, but Dave Mathieson thanks it 
for ushering in a new breed of flight sims 



Dmagine the scenario. A military coup 
in the Faroe Islands leads to persecution 
of its ethnic Welsh population. All 
diplomatic efforts to resolve the crisis 
have failed. In a last ditch effort to stop 
the genocide, your crack F16 squadron 
has been given a mandate to bomb things 
until they blow up. F16 - Operation Sheep from 
Shitesoft features 12 square miles of accurately 
modelled terrain etc, etc. 

OK, this may be being a tad unfair to jet sims, 
but you can't deny that one of the best things to 
happen to flight sims recently is the rediscovery of 
World War II as worthy subject matter. Back in 
those days they knew how to have proper wars, 
with death tolls of millions, proper baddies you 
could really hate, and not enough bananas. But 



even more important is the fact that WWII planes 
were far cooler than their modern counterparts. 
And coolest daddy-0 of them all was the Boeing 
B-17 Flying Fortress. 

^Every now and again, a sim comes 
along that gives the whole genre a 
kick in the pants, and ff- //looks 
like it more than fits the bill^ 



Like its country of origin, the B-17 is big, not 
very pretty, and in possession of an unhealthy 
amount of guns. Thousands and thousands of these 
big shiny things were used on raids over Europe, 
striking fear into the hearts of anyone that didn't 



live in a magic bomb-proof house. Unlike the RAF, 
the US Eighth Air Force concentrated on daylight 
raids which is why the B-17 carried up to 13.50 
calibre machine guns, covering all possible angles 
of attack. Being a bomber, the B-17 obviously also 
carried lots of bombs, which came in handy for 
blowing things up. 



There arc games out at the moment that let you fly 
a B-17 (Fighter Squadron, Air Warrior III), but none 
that come close to modelling the complexities of the 
real thing. B-17 Flying Fortress 2: The Mighty Eighth, 
from Wayward Design, looks like it's going to 
flatten all previous attempts (and other flight sims) 
with a scary amount of realism, an awesome new 
graphics engine, and missions and campaigns so 



In 0/7 you don't just get to fly bombers, you get 
a go in American and German fighters too. 




Of course, 0/7 will be riddled with multiplayer options. 




You can really hamper the Nazi war effort by bombing farmland and small woods. 



engrossing that you'll buy a big jar of Brylcreem. 
start listening to Glen Miller, and fancy your 
s^ranny's mates in old pictures. 

The big thing about B-17 2 is the sheer amount 
you have to do, as you can take control of any of 
the crew members - pilot, bombardier or gunners. 
Of course, you can't control them all at once, 
but they're well capable of taking care of things 
without your cack-handed efforts. The characters 
themselves use motion-captured animation, and 
they move and react beautifully - if they get hit, 
they collapse to the floor, if a gun jams, they try to 
get it working again, if there's a fire, they let you 
know. The animation is so good that the men cast 
shadows as they move - incredible stuff. 

Although manning a B-17 sounds like a full-time 
job, this game isn't limited to the bomber and, if you 
fancy something a bit more nippy, the game also lets 
you escort the bombers in a Mustang, or even have 
a go at shooting them down flying for the Luftwaffe. 

The cockpit controls themselves aren't the usual 
simplified version of the real thing - every lever 
and dial you can see in the views in B-17 2 c^n be 
activated, and since the internal views are directly 
modelled on the real plane, this means that the 
game has all the controls of the real plane. 

As you'd expect. Wayward have also gone all out 
for realism when it comes to modelling damage 
and flight characteristics. If you turn too hard on 
the ground, the undercarriage will break and your 
wing will plough into the ground. Get shot up by a 
German fighter and you'll see holes appearing in 
the metal skin of your plane, revealing the skeleton 
beneath. You also get engine fires to deal with, 
and with no on-board R2 droid to activate fire 
extinguishers and carry out in-flight welding, things 
can get a bit dicey. 

No flight sim worth its salt lacks some form of 
campaign mode, and B-17 2 is no exception. The 
game contains over 200 targets that are used when 
missions are being created, and the targets selected 



depend on the situation at the time so no two 
campaigns are ever the same. The campaign is 
also fully dynamic, and the targets and threats 
over different areas change as the war progresses. 
There are training missions as well, and quick-start 
scenarios that dump you right in it. 

Of course, whenever a new sim comes out one of 
the first things everyone wants to know about are 
the in-game graphics. Needless to say, \nB-172 
they're top-notch. As we've already mentioned, 
the cockpits and crew members are gorgeously 
rendered, with dynamic lighting and shadow 
effects. The external views of the planes are equally 
pleasing to the eye, and if you look carefully you 
can see crew members going about their business 
through the glass. 

SEE THE SIGHTS 

But the best visuals in B-17 2 are reserved for the 
terrain, and Wayward appear to have come up with 
something pretty revolutionary. All flight sims use 
either photo-realistic textures, which can look great 
high up, but a bit blocky close in, or pre-rendered 
ones that tend to look artificial. The terrain in B- J7 
2 uses new bump mapping code to create proper 3D 
ground detail that is correctly illuminated, casting 
proper shadows that grow longer as the sun gets 
lower in the sky. While a few bumps and shadows 
may not sound exactly earth-shattering, the effect 
these subtle touches have on the believability of the 
whole experience is awesome, and flying low gives 
a fantastic sense of speed and imminent death. 

Every now and again, a new sim comes along 
that gives the whole genre a kick in the pants, and 
B-17 2 looks like it more than fits the bill - original 
subject matter, plenty to do apart from just fly the 
plane, detailed mission planning and campaigns, 
multiplayer with up to 10 players manning the same 
plane, and graphics that'll make your head fall off - 
in short, total immersion. Watch out for a review as 
soon as we can lay our grubby hands on a copy. O 



Flak often caused as many problems as German fighters. 
And that nasty black smoke necessitated a quick hair 
wash once safely back at base. 



■I 




Crew members in ff/Zmove and talk just like the real 
ones did (except the ones that were dead). 



THE COMPET m ON 

As we've already said, historical sims 
are popular at the moment. Here are 
our current faves: 

Tons of planes to fly, big 
battles, good support for lower spec PCs. 

iGHUAS Again, lots of planes, 

lovely graphics. 

Nice graphics, you can fly 
bombers as well as fighters. 

Original scenario with planes not 
often seen in sims, great campaign engina 

Accessible, lots of photo-reaiistic terrain. 

What does 0-/7 2 have that these don't? Better 
graphics (particulariy terrain), more realism (it 
features all controls in the real planes) and a 
better campaign engine. Where it loses out is that 
it has a smaller choice of planes, and probably 
won't be as crap PC-friendly as EAW. G 
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STEEL BEASTS 

O DEVELOPER TBC • PUBLISHER tSim • WEBSITE 

www.esimgames.com/ • OUT IBC 

As Microprose 
have discovered 
with their Ml 
Tank Platoon 
series, planes 
aren't the only 
pieces of military 
hardware out 
there worth 

simulating, and Steel Beasts is another sim based around 
the M1A1 Abrams. Like MITP2, Steel Beasts involves 
controlling a whole platoon of tanks, as well as artillery, 
air support, etc. It also promises strong Al for your 
other tanks, as well as the chance to drive the German 
Leopard tank. 

ENEMY ENGAGED: COMANCHE HOKUM 

O DEVELOPER Hazorworks • PUBLISHER Empire 
Interactive • WEBSITE www.empire.co.uk • OUT March 
As a logical progression to Razonwork's Apactie Havok, 
this Sim will allow you to pilot two of the world's deadliest 
attack helicopters - the US's RAH -66 Comanche stealth 
gunship and the the Russian Ka-52 Hokum-B. 

From the makers of Enemy Engaged: Apactie Havoc. 
comes three new war zones, Taiwan, Lebanon and 
Saudi Arabia/Yemen, covering huge (400kmx200km) 
landscapes and features a vastly improved 3D engine 
(there are no fixed cockpits, only virtual ones), similar 
avionics and familiar, dynamic gameplay. Promising 
full multiplayer functions and compatibility with 
Apactie Havoc, this promises to be everything a good 
sequel should be. 

FREELANCER 

O DEVELOPER Digital Anvil • PUBLISHER Microsoft • 
WEBSITE www.digitalanvil.com • OUT Spring 2000 
Anottier release from Chris Roberts' Digital Anvil team, 
Freelancer \s a space sim that follows the go-anywhere 
model rather than having scripted missions. You can 
ferry cargo, nick other people's, or just zoom around 
gawping at asteroids - something worth doing as 
the graphics engine is touted to knock the spots of 
anything else out there. Massive multiplayer support is 
planned as well. 

FLYING HEROES 

O DEVELOPER Illusion Softworks • PUBUSHER Take2 • 
WEBSITE www.illusionsoftworks.com • OUT TBC 

An unusual kind 
of flight Sim, 
Flying Heroes is 
in no way based 
on current US 
Air Force fighter 
technology, but 
it's set in a 
fantasy world 
where ttie inhabitants compete in air tournaments. 
Instead of F16s, there are flying lizards, giant birds and 
strange machines, each witti their own pros and cons. 
The graphics promise to be novel and impressive, 
although a lack of air-to-grounrl radar modes may put off 
the hardened sim fan. 

TERMINUS 

O DEVELOPER Vicartous Visions • PUBLISHER Vatical 
Entertainment • WEBSITE vmw.vlcariousvlsions.com • 
OUT Early ?n00 

I More space 
exploration. 
I fighting and 
I trading comes 
in the form of 
Terminus, which 
promises a 
I totally alive 
I environment, 
with inhabitants carrying on whether you're there or not. 
The game spans the entire Solar System, with 1 8 space 
stations and hundreds of characters to interact with. Pick 
one of four careers, all set 200 yenr<^> in the future and 
indulge in its continuous storylm- 




O DEVELOPER Digital Anvil • PUBLISHER Microsoft • WEBSITE www.digitalj 



yhis is the latest offering 
from Digital Anvil, home 
of Chris Roberts, creator of 
the Wing Commander series 
of space combat games. 
These games brought a 
mixture of real-time 3D 
simulation and immersive 
story lines together on the 
PC. Starlancer is similar 
in concept, but set in a 
whole new universe, with 
new characters and story 
to match. 

The setting is original in 
that it's not too far into the 
future, at the point when 
the countries of Earth are 
starting to carve up the 
Solar System. Starlancer has 
plenty of ships (over 80), 
dynamic missions where 
your performance affects the game world, and a 
full-on story with plenty of cut-scenes and speech 

One of the big problems that space sims 
have is trying to convince you that you're in an 
authentic environment. Starlancer will feature 
neutral ships going about their business and 3D 
in-ship walkabouts to help make it all seem that 
bit more real. 










O DEVELOPER MicroProse • PUBLISHER Hasbro Interactive / MicroProse •WEBSITE www.microprose.com • OUT Spring 2000 





The Americans sneakily drop nice Cuban 
cigars over Russian iines to get them to give 
away their positions. 



Quicl(! Shoot those blokes. They're carrying shovels 
on their backs. They could be planting a shrubbery. 




I y i icroProse s first Tank 
lul Platoon game came out 
years ago, and was a real 
favourite among tank fans, 
partly because it was the 
only decent tank sim around. 
The second in the series, Ml 
Tank Platoon 2, came out a 
couple of years ago to a pretty 
rapturous welcome, largely 
because it was so good, but also 
because, again, it was the only 
serious contender. 

This third version is more 
of an evolutionary step from 
the second game. The main 
improvements are in the heavily 
updated graphics engine (the 
same as that featured in Gunship 
III) and AI, in particular the 
infantry. You'll also get to 
rontrol more vehicles, however, 
which should widen the scope of 
the game, and the user interface 
will be improved as well. But 
best of all, the game will link up 
with Gunship III for some hectic 
multiplayer action - although a 
battle between a tank and an 
Apache could be a bit one-sided. 
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O DEVELOPER NovaLogic • PUBLISHER NovaLogic • WEBSITE www.novalogic.com • OUT Spring 2000 




Bike the excellent Privateer, and Elite before that, Tachyon is one of those freeform, do-whai-you-like space 
Sims where you're a mercenary travelling the Fringe looking for ways to earn cash and buy yourself a bigger 
ship and groovier weapons. 

The Fringe is a part of the universe that's being fought over between the Bora Rebels and the powerful GalSpan 
Corporation. As a mercenary, you obviously don't give a toss about the politics of the situation, so you can join 
either side depending on whether you want to be a defender of oppressed peoples or bully-boy corporate gangster 
(or vou could base your choice on who has the prettiest ships) . 

The open-ended format 
of Tachyon is something 
that has been lacking 
from space sims for a long 
time and, if the gameplay, 
graphics and general 
atmosphere of Tachyon turn 
out as expected, NovaLogic 
could have a real winner on 
their hands. 



If that glare Is anything to go by, you'll 
need your sunglasses out there. 




flii:Ri!iiaii 



O DEVELOPER MicroProse* PUBLISHER Hasbro Interactive/MicroProse • WEBSITE vvww.novaloglc.com • OUT Early 200 




ike Ml Tank Platoon 3, Gunship III has a long and 
distinguished family history on the PC. The first in the 
series came out when terrain graphics consisted of a 
green rectangle occupying the bottom half of the 
screen. Gunship 2000, the second in the series, was a 
lot more sophisticated, but is still ancient history. 
From what we've seen of this latest version, it's 
been well wonh the wait. 

The graphics engine is the same as that used 
in Ml Tank Platoon 3, ie a much improved 
version of MlTP2's, with larger battlefields, 
better AI and more varied scenery. There's a 
I decent choice of helicopters: the Apache (of 
course). Cobra, Eurocopter Tiger and Havoc. 
There's also a smart autopilot that means that 
you can occupy the gunner position and the AI 
pilot will do more than just hover or continue 
in a straight line. Finally, you'll be able to link 
Gunship III up with Ml TPS for that true interactive 
battlefield experience. 



An Apache? In a helicopter sIm? Christ! 



3- - 




PARSEC 

O DEVELOPER Parsec • PUBLISHER Parsec • 
WEBSITE www. parsec org • OUT Early 2000 

■j^HHF^' Parsec is going 

^^^^H[ to be a huge 

^^^^^L, multiplayer game 

^^^H^^^ ^^^H based around a 

L^^^^^H servers each 
1 ^^^^^1 responsible for a 

■ ^^^^H single galaxy, 

■ ^HH each with 
several solar systems. You can jump between galaxies 
using stargates, although these will only allow you into 
neighbouring galaxies. The game itself will be freeware, 
and developers Parsec are going to release versions for 
Mac and Linux as well as PC. 

DESCENT 4 

O DEVELOPER Volition • PUBLISHER Interplay • 
WEBSITE www.volition-inc.com • OUT 2000 
The Descent series has been around for years, and the 
games.proved a popular alternative to other first-person 
shooters. Idrgel^ because of their truly 3D gameplay. 
Descent 4 looks flke itTI ditch the little spaceships of 
earlier games, instead of goin^ for ttumanqid characters. 
It'll also be set in the mines of earlier games, so 6xpect • 
plenty of disorientating "which way is up??" action. 

STAR TREK : KLINGON ACADEIMY 

O DEVELOPER i[iter()lay • PUBLISHER: Interplay • 
WEBSITE www. interplay corn • OUT llarly 2000 

' A prequel to Star 

' Trek VI. Klingon 

Academy \\^s 
you learning to 
be a Klingon 
warrior in the 
Elite Command 
! Academy of 
General Chang, 
played by Christopher Plummer. There's an all-new 3D 
graphics engine with nebulae, black holes and other 
hazards, and you get to command lots of different ships, in 
both multiplayer and solo campaign gameplay. And your 
head will look like a Cornish pastie (or is it a Mars bar?) 

SILENT SPACE 

O DEVELOPER Crytek Studios • PUBUSHER TBC • 
WEBSITE www.crytek.com • OUT TBC 
Another space sim. Silent Space has you playing the part 
of Stewart Chance, Space Force Academy graduate on 
a mission to prove his manhood battling the renegade 
Dakah. The Silent Space graphics engine promises new 
graphics technology that's claimed to make it run much 
faster than other space games. 

FLASHPOINT 

O DEVELOPER Bohemia Interactive • PUBLISHER Ubi 
Soft* WEBSITE www.ubisoft.com* OUT TBC 

Flashpoint is an 
all-round combat 
simulator that 





lets you control 



■■.;^'^J troops, tanks, 
^il^ helicopters and 
^^tL* planes. Set in a 
post-apocalyptic 
c ' wasteland, 

Hastipoint promises some pretty nice 3D graphics, decent 
flight models for the planes, and presumably decent 
walking and running models for the troops. Multiplayer is 
also on the cards, for some potentially very hectic action. 

EUTE4 

O DEVELOPER Frontier Developments • PUBLISHER 
Frontier Developments • WEBSITE vww.frontier.co.uk • 
OUT Who knovi/s? 

This is the third sequel to what is regarded the original 
and best space sim. The original game featured a huge 
universe in which you started out with a crappy ship and no 
money, trading your way up to better things as you went. 

No one's sure when Elite 4 will be out, but if it makes 
a quarter of the impact of the original it'll he a rpai stay- 
up-all-nlght-until-your-eyes-bleed joti 



#86 PCZONE 20110 49 



. i 2000 AND BEYOND 'ilMilTlliMlil W 



DESTROYER COMMAND 

O DEVELOPER . t n i; ; • PUBLISHER SSI • 
WEBSITE VAVvv ssiofiliiiU LOfii • OUT Spring 2000 




Destroyer 
Command Qu\s 
you at the 
controls of ttiat 
workhorse of 
the fleet, the 
destroyer. You'll 
be able to 
captain a single 



ship, firing guns and torpedoes, or command a squadron 
of ships, and the game will feature campaigns in the 
Pacific and Atlantic. Link-up is also promised with 
submarine sim Silent Hunter II. 



JANE'S F/A-18 

O DEVELOPER Skunkworks • PUBUSHER EA • 
WEBSITE www.janes.ea.com • OUT TBC 




From the creators of the classic F- 15, F/A- 18 promises to 
be an ultra-realistic simulation of the US Navy's newest 
strike fighter. The game promises details like a flight deck 
that rocks as you taxi to launch, a completely authentic 
virtual cockpit full of clickable buttons, and too-scary-by- 
half carrier landings at the end of each mission. 

DADYL0N5 

O DEVELOPER Yosemite Entertainment • PUBLISHER 
None as yet* WEBSITE www.yosemite- 
entertainment.com/ • OUT TBC 
A space combat outing based on the telly fave, set mainly 
on the Starfury fighter, Babylon 5 features real world 
physics with none of that impossible zipping about all 
over the shop, It also boasts the actual 3D models used 
for the ships in the series. The biggest problem, though, 
is that Sierra, who were going to release it, have dropped 
this title. Hopefully fan power will convince someone 
to market it. 



DAmECRUISER3020AD 

O DEVELOPER i Al) • PUBLISHER TBC • WEBSITE 

wvw; :r3!.i.).'Kl.';cr: • OUT Miri-POOO 




When Take 2 released an unfinished Battlecruiser in 
1996, it caused a storm that nearly threatened the 
development of the series. Now back under the control 
of the original team, the sequel, 3020AD, is almost 
with us and looking very nice indeed. Boasting updated 
graphics (with support up to 1200x1600) and multiplayer 
support with up to 64 players online, this promises to 
be an extravagant release that should meet the high 
expectations surrounding it. 

FLIGHT SIM TOOLKIT 2 

O DEVELOPER Smus • PUBLISHER Simis • WEBSITE 

www.simis.co.uk • OUT Mid-?000 
The original FSTms a pretty revolutionary product that 
contained the tools needed to design your own terrain, 
planes and gameplay. fSr^is a long-awaited sequel 
that utilises today's much more powerful hardware, 
with 3D-accelerated graphics and all that fancy stuff. 
There will be editors for things like terrain. 3D objects, 
cockpits and aerodynamics, and a complete library of 
pre- generated aircraft and ground objects. 





LU 




1 


O DEVELOPER: SSI • PUBLISHER Mindscape • WEBSITE www.mindscape.com • OUT Spring 2000 



, } ompared to planes, submarines 
- have been a bit neglected when 
it comes to sims. It's hardly surprising, 
really. Being stuck underwater for 
months at a time with nothing but a 
load of sweaty blokes and a collection 
of "gentlemen's entertainment 
journals" for company isn't exactly 
the stuff of boyhood dreams. Still, 
anyone who saw Das Boot will know 
that tense sneaking about trying 
not to get depth-charged is great 
material for a game. 

Silent Hunter II, like its 
predecessor, is set in WWII. Unlike 
the first game, this one has you 
playing a U-Boat commander doing 
your best to wreck the convoys 
carrying supplies from the USA to 
Britain. As you may or may not 
know, submarines don't have 
windows, but this hasn't stopped SSI 
from using a very nice 3D graphics 
engine, with multiple camera views, 
as well as a suitably atmospheric 
view from the periscope. The usual 
single missions and campaigns 
are promised, as well as a very 
promising multiplayer link up with 
warship sim Destroyer Command. 










O DEVELOPER Zipper Interactive • PUBLISHER Microsoft • WEBSITE www.crimsonskies.com • OUT Summer 2000 



^ ^ he problem with real history is that it can be quite 
ftJi dull, and everyone knows what happens. Crimson 
Skies is set in a wacky alternative-reality in 1930s 
America, which has fragmented into skirmishing nation 
states. Because the main roads and railway lines pass 
through these different nations, the only way to transport 
stuff is using giant airships - easy prey for airborne 
pirates, flying funny looking planes with lots of guns. Of 



course, the pirates don't have it all their own way, and 
each nation has its own aerial militias, with crack pilots. 

Crimson Skies isn't due to be released until the 
Summer, and the details of mission and campaigns 
haven't been finalised yet. But if you're bored with all 
that reality stuff, the idea of flying a Grumman E-lc 
Avenger for the Nation of Hollywood could be a 
refreshing change from all those Mustangs and F-15s. 
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O DEVELOPER Massive Development • PUBLISHER Massive Development • WEBSITE www.massive.de • OUT Autumn 2000 



DEEPSPACE 

O DEVELOPER Palestar Development • PUBLISHER 
TBC • WEBSITE www.palestar.com • OUT July 2000 




Aqu3 features some big scary undersea monsters. And cool subs. 



s the name 
suggests, 
iliis game either 
involves Scando 
"Barbie Girl" 
popsters or, more 
likely, the sea. 
Aqua is set in 
the future where 
a bunch of 
Anarchists have 
nicked a satellite 
that has done 
something 
strange to the 
ocean floor, 
releasing the Old 
Ones, big 
creatures intent 
on spoiling 
everything for us 
humans. As the 

mercenary Emerald *Dead-Eye' Flint, you're the only one 
who can save humanity etc, etc. 

Anyway, the plot doesn't really matter because Aqua 
has loads of missions and (judging by the screen grabs) 
some of the best, most original settings we've seen. Sod 
depth charges and British destroyers - the enemies of 
submariners in Aqua are giant squids, sharks and dirty 
great monsters - far more glamorous and scary opponents. 







C! 


O DEVELOPER NovaLogic • PUBLISHER NovaLogic • 


WEBSITE www.novalogic.com • OUT Spring 2000 




Helicopter in mId-aIr 
hover slioclt. 



nn ovaLogic's Comanche series of chopper sims have 
liLi always concentrated more on the arcade side of the 
genre, with nice graphics, meaty weapons and lots of 
varied missions, but have less realism when it comes to 
the flight models and on-board systems compared to 
some. Comanche 4 seeks to combine the best of both 
worlds with completely revamped flight dynamics. 

NovaLogic's Voxel Space 3D graphics engine, 
responsible for giving the earlier Comanche titles their 



impressive terrain graphics, has been enhanced as well, 
using 32-bit colour for smoother effects. As you'd 
expect from a completely new release, Comanche 4 has 
brand new recon, ground attack and air-to-air missions, 
and up to 32-players will be able to compete online over 
NovaWorld, NovaLogic's Internet gaming service. 

With the added realism, it looks as if the Comanche 
series may finally be taken seriously by the hardened sim 
crowd. But for the rest of us, decent payability will do. 



Starting as an ensign piloting a small cratt. the aim in 
DeepSpace is to work your way up to Grand Admiral. 
When you're there you'll be able to control a capital ship 
and plot tactical manoeuvres for one of the three warring 
factions in the game. DeepSpace uses a full 3D engine 
and promises hundreds of people playing online at the 
same time, with full stereo sound. Sounds like it could 
be a surprise hit. 

FREESPACE3 

O DEVELOPER Volition • PUBLISHER Interplay • 
WEBSITE www.interplay.com • OUT End 2000 
The FreeSpace series is a worthy contender for the space 
Sim crown and Volition is hoping that FreeSpace 3 will 
clinch it for them in the new millennium. Not much is 
known about FreeSpace 3, and there are no screenshots 
available as yet. but we do know it's going to sport a 
brand new engine, which should be enough to get you 
salivating by itself. Oh, and you can expect it to be fully 
mission- based as well. 

SILENT HUNTER II 

O DEVELOPER SSI • PUBLISHER Mindscape • 
WEBSITE .V. vv; sssonlmo com • OUT Mid-2000 




If you've played Silent Hunter ^ou can expect more of the 
same in the sequel - with bells and whistles. For a start 
the updated submarine epic is going to run in glorious 
800x600 with 32-bit art and full 3D external views. It's 
also moved locations from the Pacific to the Atlantic. 
Don't expect multiplayer support because the nature 
of the game means it doesn't make sense - these 
submarines don't hunt in packs. 

UFS VANGUARD 

O DEVELOPER Red Storm • PUBUSHER TBC • 
WEBSITE w/w. redstorm.com • OUT August 2000 
A slightly different approach to the traditional space 
Sim is being promised by UFS Vanguard. Instead of 
actually piloting a ship in combat you play the role of 
captain, which means a more strategic approach to the 
turn and shoot genre. With any luck a mission editor 
and multiplayer support will be included in time for the 
game's release. 

FLY!H 

O DEVELOPER Terminal Reality • PUBUSHER Take 2 
Interactive • WEBSITE www.terminalreality.com/ • OUT 
Late 2000 

Sequel to the civilian flight sim Flyf, this new version 
promises more realism for people who can't afford 
flying lessons. Fly! //will have much improved cockpits 
and avionics, as well as better help for beginners 
and a far more sophisticated graphics engine together 
with true satellite terrain imagery. If only you'd watch 
the flight attendants as they take you through the 
safety procedure. 
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SPORTS 

PRINf 




O DEVELOPER Codemasters • PUBLISHER Codemasters • WEBSITE www.codemasters.com • OUT Spring ; 

Forget Dreamcast ana N64, the PC is about to have its biggest fight yet. Keith Pfi///n trades blows with a 'Prince' 



NAS 

i_g 2000 J 



efore Prince Naseem Hamed graced 
the blood-splattered ring of modem 
pugilism the sport was in a bad way. 
In fact, boxing had deteriorated 
into farce. Overweight middle- 
aged men attempted to relive 
former glories, and those who 
could flex muscle instead of flab ended up in jail. 
Actually, things haven't improved much. Mike 
lyson continues to get an earful, while other 
fighters cry like babies at the mere thought of a 
scrap. Just what is the sport coming to? 

Redemption comes in the form of 25-year-old 
WBO featherweight champion, 'Prince' Naseem 
Hamed. Young, cocky, immensely talented and 
extremely marketable, you could say he's the ideal 
man to give PC boxing games the injection of 
excitement, innovation and credibility they have so 
far lacked. There has literally never been a decent 
boxing game for the PC. So, hopefully, the 'Prince' is 
about to do for PC games what he did for boxing. 

LIVE THE DREAM 

Prince Naseem Boxing is being developed in-house 
at Codemasters, and boasts a unique skeletal 
animation technique that should translate into the 
most authentic boxing experience we've ever seen 
on the PC. There's even the obligatory pointless 
rope-somersaulting razzmatazz at the Stan 
of each bout. Thankfully, unlike in 
real life, you can skip all that, and 
get straight into the action. 

Sixteen internationally renowned 
boxers (at featherweight?) twist 
convincingly from side to side 
as they absorb lefts, rights, 
uppercuts, hooks and 
more. Noses break and 
gumshields spin through 
the air. There's sweat, 
grunts, groans and the 
witless banter of corner 
men. Each fighter has a 
specific style that affects 
attributes such as recovery 
rates and stamina. 
Nothing, absolutely 
nothing has been left out. 

Of course, that's just the 
heat of the battle. There's a 
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lot more to this boxing extravaganza than punching 
one ugly mug after another. The training mode 
takes place in Hamed's personal gymnasium and 
allows you to develop boxers in the way you want. 
The whole process is overseen by a digital Naz who 
teaches the basic arts of dodging, blocking, movement 
and punching. 

Alternatively, the 'World' game offers the more 
thoughtful and tactical boxing enthusiast the chance 
to take their protege to the very top. In this career 
mode you will be able to duke it out against 90 other 

^You could say he's the ideal man to 
give PC boxing games the injection 
of excitement, innovation and 
credibility they have so far lacked^ 

aspiring hopefuls. Indeed, Codemasters claim this 
will be a Tamagotchi-style affair where you are 
encouraged to treat your fledgling bruiser in the 
right way in order to get results. 

It's dilemma central. You can train the guy into 
the ground, so he's strong and quick, but physically 
shattered when it comes to actually fighting. Or, on 
the other hand, you can make the 
training regime more lenient so 




he's fresh and "well up for it" as Sheffield's beloved 
son might say. Then there's his diet. Do you stuff 
your prize fighter full of burgers a la Riddick Bowe? 
Or hire a nutritionist and fuel his anger with a diet 
of broccoli and oats? 

Ultimately, with the right mixture of dedication 
and skill, you will rise up from £100-a-night 
appearances in the dingy clubs of London's East end, 
to the dizzying bank-busting heights of Caesar's 
Palace in Las Vegas. In total there are 16 arenas, 
each with their own recognisable characteristics. 

If tactical decision making is too much for 
your punch drunk brain, the 'Showcase' mode is 
probably more your kind of thing. The third and 
final mode in the game allows up to eight human 
players to participate in a round robin tournament 
against the same number of computer opponents. 
Each of the human players has a stab at a swarthy 
computer fighter and then points are totalled up 
and a winner pronounced. Apparently, there are 
other aspects to this mode, but the developers have 
yet to finalise exactly what those details are. 

BOXING CLEVER 

Naseem himself is an avid games player, and is 
involved in the project on a more than cursory 
basis. The advice he's provided has been taken 
very seriously, indeed. Let's face it, if anyone knows 
how to duck, dive, weave and punch, it's him. He's 
also a bit of a stickler when it comes to style and 
presentation and so has insisted that other aspects of 
the game are taken just as seriously. 

The active ringside audience cheer and leap 
around like lunatics when the action is 
hot, and groan sullenly when 
the proceedings are not so 
exciting. The replays, 
too, in true EA Sports 
fashion are completely 
controllable and 
presumably saveable. 
So there you have it. 
If Prince Naseem 
Boxing is not one 
of the hottest sports 
^ game of 2000, we will 

personally go up to Sheffield 
and ask the 'Prince' where it 
all went wrong. Well, our editor 
will anyway... 
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HISTORY 
IN THE M AK ING 

Prince Naseem fights to the death 

Prince Naseem Named is rapidly becoming one of 
the most successful boxers of all time. At present 
his record reads 33 fights, 33 wins and 29 
knockouts. Amazingly, he is still only 25 years 
old, which, judging by current trends, means he's 
still got another 25 years left in him. Ultimately, 
he'll probably fight his own son. Now that would 
be seriously cool. 
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ULTIAMTC SOCCER MANAGER 2000 

O DEVELOPER Impressions UK • PUBUSHER Havas 
Interactive • WEBSITE www.sierra-online.co.uk 
• OUT April 2000 

The only football management game that lets you offer 
bungs and accept bribes, USMUas been updated to sport 
a new 3D matcti engine, so you can live tlirough every 
moment of your cup final glory. Impressions claim tfiat, 
with a database of more tfian 13,000 players and 500 
teams from across tfie world, it's going to be a success. 

GIANT KHIERS 

O DEVELOPER Smoking Gun Productions • PUBLISHER 
Online Publishing • WEBSITE www.on- 
line.co.uk/fpage.shtml • OUT Fetxuary 2000 

Forget about 
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being a 
chairman, 
finances and 
foreign leagues. 
Giant Killers is 
a new football 
management 
game that's only 
bothered about events on the pitch - and in this country. 
Choose any team you want, the squad and tactics. It might 
not have the beating of CM 99/00, but it's vi«)rth watching. 

CHAMPIONSHIP MANAGER 4 

O DEVELOPER Sports Interactive • PUBLISHER Eidos • 
WEBSITE wvm.eidos.com • OUT September 2000 
No new/s on the next release of the classic football 
management game, but you know it's going to be released 
around the start of the next football season. All the up-to- 
date stats from every league that counts, including the lads 
that play down your park on Sundays, huge sales figures 
and adoration from the fans. Don't expect a massive new 
3D engine because that isn't the name of CMs game. 

CRICKET 2000 

O DEVELOPER EA Sports • PUBUSHER Electronic Arts 
• WEBSITE www.easports.com • OUT TBC 

The England 
team is currently 
plumbing new 
depths in test 
cricket, but EA's 
new release will 
give you the 
chance to right 
all the wrongs. 

Newfeati. , . . . bat and ball physics, 
night-time play and up-to-date player ratings and statistics. 

TIGER WOODS 2000 PGA TOUR GOLF PRO 

O DEVELOPER EA Sports • PUBUSHER Electronic Arts • 
WEBSITE www.easports.com • OUT February 2000 

Golf games are 
very popular on 
the PC, and with 
wonder- kid Tiger 
Woods as the 
name behind its 
latest simulation, 
EA has got to be 
on to a winner. 
The graphics look stunnmg and EA are promising real- 
time swing synchronisation and in-depth Internet play. 

TOTAL SOCCER 2000 

O DEVELOPER Iridion Interactive • PUBUSHER iridion 
Interactive • WEBSITE www.iridion.com • OUT January 2000 
EA reigns over the world of 3D footie games, but when it 
comes down to playability many people still hang on to their 
memories of the classic Sensible World Of Soccer. It's those 
people that Total Soccer 2000 aims to please with its own 
brand of Subutteo graphics and irresistible gameplay. 

OLYMPICS: SYDNEY 2000 

O DEVELOPER Eidos • PUBUSHER Eidos • WEBSITE 

www.eidos.com • OUT Just before the Olympics 
Track And Field Das worn out more keyboards and joysticks 
than any other game and Eidos is hoping its latest tie-in v^ll 
be remembered just as fondly. Expect to see conversions 
of all the major sports, except synchronised swimming. 
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O DEVELOPER Codemasters • PUBUSHER Codemasters • WEBSITE www.codemasters.co.uk 


•OUT Spring 2000 



Uhere is only one snooker game 
worth having at the moment, and 
that's Jimmy White '5 2 Cuehall, but 
that is going to change very soon with 
the arrival of Codemasters Snooker, 
developed by Manchester-based Blade 
Interactive Studios. The main attraction 
is that it's endorsed by Cuemasters, the 
management company of the top snooker 
stars, which means the game has the 
exclusive rights to using all the big 
names, such as Stephen Hendry, Ken 
Doherty and Jim Davidson, as well as 
featuring the famous Crucible venue. 

The players have been motion 
captured to ensure instant recognition 
and classy graphics, which will make a 
nice change from the disembodied hands 
or blocky bikers we've been presented 
with in other potting titles. We're 
promised the most accurate physics ever 
and, more interestingly, an AI capable 
of mimicking the psychological traits 
of your opponents, such as aggressive 
potting, pressure shots and conservative 
play. For that real professional feel, a new 
cueing system is being implemented 
to allow you to set yourself up for the 
next shot. After three, 'Snooker loopy 
nuts are we...' 
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The bottom red, off six cushions. Pll bet you a tenner. 





JJ 


^Hi'iM:f;TH^[wiiiii: 


0 DEVELOPER Bubball Systems 


• PUBLISHER Infogrames • WEBSITE www.infogrames.co.uk • OUT May 2000 • 



ntle've said it a hundred times before and we'll say it 
liJ again: in footballing management terms, there is 
only Championship Manager. Now UEFA Manager 2000 
is aiming to become the best, competing with the likes of 
Premier Manager 99 and Ultimate Soccer Manager. It has 
the official UEFA licence to start with, all the top European 
leagues and a comprehensive simulation of the Champions 
League. Your job will be to cover the usual spectrums of 
tactics, sponsorships and media relations that PC managers 
are expected to undertake. There's also the option to view 
a 90-minute match through the impressive 3D engine and 
to tackle some challenging scenarios, such as relegation 
battles and ground developments. But its success depends 
on whether it can recreate the same feeling of depth 
and personal involvement that life-sucking games have. 





Do we really need all of this? Just get the ball In the net, OK? | 
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A DETAIL NOT LOST IN ... 



IN FORMULA 

DEBRIS ON THE TRACK IS ONE 
OF THE MAIN CAUSES OF 
CONTROL LOSS... 
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O DEVELOPER Vertex Multimedia • PUBLISHER Ubi Soft • WEBSITE www.ubisoft.co.uk • OUT April 2000 





At last, a full 3D spinny, stilny 
golf game to look forward to. 




The women's champ takes her first shot from the 'lady's tee'. 



Ui's not often that we get excited about a golf game, but 
Ultimate Go// has thrown us into a clubbing frenzy. 
Promising unparalleled levels of movement freedom and 
a sophisticated 3D engine, UG lets you walk around the 
hole in first-person and squat in that shameless way that 
golfers do. Although we've yet to find out whether you 
can turn around and shoot your caddy in the face. 

Other things to get you hot under the polo shirt are 
the extremely realistic weather effects (more than just 



the variable wind blowing your ball this way or that) and, 
for the really anal golfer, the option to design your very 
own golf club. 

Sadly, a feature common to all other golf games won't 
be included. No more will you be able to pop out and do 
some shopping or make a cup of coffee every time the 
game has to redraw the background as it all happens 
in wonderfully lush real time, like in any good 3D 
game. A real corker. 
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O DEVELOPER EA Sports • PUBLISHER Electronic Arts • WEBSITE www.easports.com • OUT March 



3espite the recent World Cup, rugby hasn't 
succeeded in capturing the imagination of our 
nation. Panly because the teams are made up of street 
brawlers that make Mike lyson look like David Gower, 
and partly because there's never been a successful 
PC conversion to get the kids hooked from an early 
age. EA Sports can't do anything about the former 
but it's hoping that its forthcoming Rugby 2000 



game will persuade children that playing with 
odd-shaped balls is the future. 

All the usual EA Sports panache should help 
proceedings, with play-by-play commentary by the 
Voice of rugby' Bill McLaren, state-of-the-art player 
inertia and motion capture, and authentic team 
management and gameplay strategies from the England 
World Cup coach, Clive Woodward. If you're a fan, 
you'll be pleased to hear that 
the game is also going to feature 
all the stats, stadia and players 
from the top 20 teams in the 
real world. So we assume that 
England won't be taking a 
starring role, then? 




EURO LEAGUE FOOTBALL 

O DEVELOPER Dinamic • PUBUSHER Virgin Interactive 
Website: www.vie.co.uk • OUT February 2000 
Premier Manager has been the one game that has 
challenged Championship Manager ^of the footle 
management crown. This latest Incarnation could set a new 
standard. It mixes arcade action and nnanagement into one 
box, something not seen since ttie Sefisible World Of Soccer. 

FOOTBALL WORLD MANAGER 2000 

O DEVELOPER Ubi Sott • PUBLISHER Ubi Soft • 
WEBSITE VAW/. ubisott.co.uk • OUT January 2000 
After the 
success of 
Championship 
Manager, the 
whole world 
IS looking to 
cash in on the 
success. The 
latest company 
to announce an update is Ubi Soft - so what's this one 
got that the others haven't? Speed, if the developers are 
to be believed, the one thing CM 99/00 falls over on. It's 
promising as much detail in a fraction of the time - and, if 
it can deliver, then it might just challenge for the crown. 

INTERNATIONAL CRICKH CAPTAIN 2000 

O DEVELOPER Fnipire Sfwrts • PUBUSHER Lmpire 
Interactive • WEBSITE www.empire.co.uk • OUT Mid-2000 
A surprise hit froni last year, the updated International 
Cricket Captain 2000 will enable cricket fans to play each 
other online. Players will be able to build up a team, save it 
and see how it stacks up against other teams on the ladder. 
Among ttie many other new features are mid-season 
transfers and the option to switch countries during the game. 

PLAYER MANAGER 2000 

O DEVELOPER Anco • PUBUSHER Afico • WEBSITE 

www.anco.co.uk • OUT Early 2000 

Alongside its 
online version, 
Anco IS also 
releasing an 
update to its 
single-player 
football 
management 
title. New 

features include new text commentary, new in-game 
; assistance from your coach and a distribution/possession . 
bar that lets you see instantly how your team is faring 
against the opposition. The 3D engine also features new 

player models and supports hardware acceleration. 

PLAYER MANAGER ONUNE 

O DEVELOPER Anco • PUBUSHER Anco • WEBSITE 

www.anco.co.uk • OUT FBC 

What's missing from Championship Managei? The lack of 
real humans, which makes your treble victory sound a mite 
hollow. Anco is going to change this with the release of the 
first online management game. They're keeping most of 
the features from its core release, including the 3D engine, 
and hoping that managers will interact to make transfers 
and taunts via emails. Now that could be interesting. 

JIMMYWHITTSCUEBALia 

O DEVELOPER Awesome Developments • PUBLISHER 
Virgin • WEBSITE www.vie.co.uk • OUT TBC 
Archer Maclean is hard at work coding the next instalment 
of his ever-popular and highly realistic snooker game. 
As well as the most realistic ball physics going, you can 
expect to see a lot more made of the sub -games that 
padded out Cueball 2. There's no release date as yet, but 
we'll keep you bang up to date with any developments. 

FUNTSTONES BOWUNG GAME 

O DEVELOPER SouthPeak Interactive • PUBUSHER 
SouthPeak • WEBSITE www.southpeak.com • OUT TBC 
You might not have been holding your breath waiting for 
the Flintstones Bowling tie-in, but SouthPeak can't stop 
enthusing about its 'huge' sports title. "Gamers will welcome 
a night of bowling in their bare feet with granite bowling 
balls and pins chiselled from stone," claimed SouthPeak's 
president, Armistead Sapp. He really ought to get out more. 
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It's authentic at least - the only time England 
get to touch the ball is from each kick-off. 



Clive ought to instruct the England team to jump at lineouts. 
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lurbodyre-mappin 
technology isn't 
working perfectly 
yet -the genitals 0 
the original tramps 
are still visible, 
which is disturbing 
when you're dealing 
with, for example, a 
very large Smurf 




Predicting the future of 
gaming is like trying to fit a live 

horse In your mouth - it simply can't be 

done. Who could have forseen the leisure time _ 
progress curve which lead from the wooden 
cup-and-ball of the seventeenth century to the 
VR ultraviolence of now? Answer: no-one. But here at 
ZONE towers, we're ambitious. Insanely ambitious. 
Which is why we present the following: our projected 
expectations for the games of tomorrow. If the 
future pans out the way we expect it to, these 
are the headlines you'll be reading in 
the pages of PC ZONE throughout the 
coming millennium 

MYSTIC MEG Mr Charlie Brooker 
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won't be able to see their screens 
any more. We've got to make up the 
lost revenue somehow, and charging 
a huge fee for this patch is the only 
logical solution." 

Klipart went on to express 
sympathy for the thousands who have 
permanently lost their vision as a 
result of playing his company's game. 

"My heart goes out to them," 
he stammered in a voice thick 
with emotion. 

"They're going to miss out on so 
much - Trenchcoat II has awesome 



new lighting effects and a mind- 
blowing polygon count. It looks a 
hundred times better than the first 
game. It's just an incredible product 
and it chokes me up to think of all 
the poor blind people out there 
who'll never experience or buy it. 
It's a tragedy." 

Klipart then left the press 
conference via a previously ^ 
concealed back-mounted 'copter 
pack, intermittently firing a handgun 
into the angry mob of sightless 
protesters gathering below. 



POLYGON COUNT "BEYOND 

CAIX|UUTI0N^^^^ 

"It's probably some ludicrous, out-there number," admits 
baffled programmer 

January 19th, 2018: Renowned games developer ClicketyClick today 
confirmed it had lost all hope of counting the number of polygons appearing 
on screen in forthcoming release Dunston MD. The game, which casts the 
player as a bogus male doctor attempting to evade detection in a hospital 
for the elderly, uses intricately detailed three-dimensional graphics for all 
its character models - bumo-one can say for sure just how much detail will 
be on display. 

" The number of polygons appears to be so huge, there's simply no way 
of calculating it," admits lead programmer Andy Beckham. "We tried to run 
^ a count, but our systems went crazy - they kept filling the screen with the 
• words ^Does Not Compute" and beeping like hell. It's quite an embarrassment 
^ 10 be honest." 

The problem came to light when Marianne Skurk, ClickeryClick's head 
of PR, asked Beckliam for data that could help pad out an official company 
pressrelease. ; 

"I like to provide information like polygon cfiFtints and so on for games 
journalists, if you can call those chimps journalists," Skurk recalls. \ 

"Usually the technical guys downstairs supply this sort of gibberish at tlu 
drop of a hat, but this time they were stumped." . V 

"It's a bit like trying fo measure the Universe," says Beckham. "IPs there, 
^ and you can see it, but there's such an infiniteamountj^fdetaU involved, it 
dents your mind just thinking about it." 

^1 The company hopes players will disreg^d the uncertainty surrounding 
the exact figures. 1^ 

"All we know is the onscreeto characters are seamlessly smooth and 
plij^e," boasts Skurk. \ V 

"They look just like the real thing. No rough^edges at all. We're confident 
j^amers will be too busy gasping tWorry about polygons. The scenes in the 
proctology stajge in particular are simply eye-watering." 
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HE SHAPE OF THINGS TO COME 
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SEXUAL ACTIVITY SIMULATOR 
"BETTER THAN SEX" 



"I haven't left the house for three weeks," claims feverish teen 



February 28th, 2034: Computer 
games retailers worldwide have been 
unable to cope with demand for 
Reprobate Software's Full Sexual 
Intercourse 2.0. The sexual activity 
simulator went on sale three weeks 
ago and, as vvord of mouth spreads, 
more and more shops are seeing 

' stocks dwindle rapidly. 

Retail manager Frank Bouchamp 
says it's his mi;st popular item ever. 
' "People are going crazy, saying it's 

i better than the real thing," he laughs. 
"I've had guys clawing at the doors 

^ before opening time, grinding their 
crotches against the glass," he adds. 

I "I've never had proper' sex. and 
now I don't want to any more," 

' enthuses teenage customer Gareth 
Yambone, visiting the store to pick 
up a Yumble-pack' device compatible 
with the game's custom made, 
multi-orificed peripheral. 



time at home. Demand for eunuch 
staff to replace missing employees i 
rising, as financial experts warn of a 
crisis brought on by the explosion ol 
interest in orgiastic excess. 

Yet despite the controversy, the 
creators of Full Sexual intercourse 
2.0 are unrepentant. 

"We're already hard at work on a 
bunch of sequels, " reveals head 
designer Jake Lemonpip. 

"The portable handheld version 
comes next, in time for Christmas. 
Looking beyond that. Full Sex 3.0 
will have an online multiplayer 
facility that's going to change the 
world. F.very single person on this 
planet will have the option of taking 
pan in an immense, simultaneous, 
billion-header orgy of limitless sexual 
abandon with everybody else." 

Full Sexual Intercourse 2.0 is the 
company's third title. The first was 




' Full Sexunl Intercourse 2.0 is all I 
need. I've been banging this damn 
hing non-stop all week. It's incredibly 
iddictive. Some days I don't even 
u)ther getting dressed 1 just stay in 
« my room chasing that high score." 

SCALE OF LOVE-MAKING COULD 
DAMAGE INDUSTRY 

Full Sexual Intercourse ZO simulates 
full sexual intercourse with the 
partner or multiple partners of thr 
player*s choosing. Users interact 
with the program via an ergonoiiiK 
peripheral which caters for all known 
sexes, orientations and fetishes. 

The hit software has been blamed 
for the unprecedented 64- fold 
increase in workplace absenteeism 
recorded over the last three weeks 
Millions of workers are believed to 
• be feigning illness - and in extreme 
( ascs, death - in order to spend more 



an obscure 1985 Sinclair ZX Spectrum 
release entitled Sex Olympics, in 
which players caused a pair of 
poorly-drawn lovers to copulate 
onscreen via frenzied manipulation 
of a Kempston joystick. The game's 
ultimate aim remained unclear, but ii 
became a minor underground hit 
popular with adolescents and 
backward farmhands. 

Following the modest success of -t_ 
Sex Olympics, the company withdre\ 
from the public eye, taking a .39-yeai ,^ 
hiatus before releasing last year's . ' "i 
Full Sexual Intercourse 7.0. It was a 
financial disaster that almost left 
them bankmpt. 

"We should have updated the 
graphics," sighs Lemonpip. 

"It forced us back to the drawing V 
lx)ard, and the result was Full Sex \ 
2.0. It's been a difficult journey, but 
we seem to have got it right at last." 



NEW 'SUPER EYEBAU' TURNS 
BEGGARS INTO CARTOON 
FUNSTERS 



3D-Accelerated In-socket vision system blasted by bleeding 
heart liberals 

Januaiy 8th, 2055: PasoTech, manufacturers of the best-selling EyeScore 
digital eyeball, today announced a substantially more advanced successor. 
The EyeScore 11 will feature volumetric lighting, texture compression and 
bump mapping, and will be able to support a resolution of 39 trillion by 39 
trillion pixels at a frame rate of 5 billion frames per second. 

"This is going to change the way we see the world forever," claimed 
company spokesman Lucinda Grape. 

"With the EyeScore II in place of the primitive eyeballs they were born 
with, our customers will find themselves living in a brighter, more exciting 
world, in which every surface shines with incredible clarity, every lightbulb 
and candle flame glimmers with the beauty of a finely cut diamond, and 
every human being they encounter is free from blackheads and dental 
imperfections. In short, they will find themselves living in a visual paradise 
Users of the original EyeScore system would be entitled to an upgrade in 
exchange for a reduced fee, she added, although there could be a wait of 
several weeks before the replacement eyeballs arrive. 

NOUYEAU-RICHE RECLAIM THE STREETS 

Yet the system has already come under fire from charities who claim the 
EyeScore H's unique Social Blemish Removal System is cruel and unfair. 
Users of the hi-tech eyeballs can adjust a special filter to remove all visible 
trace of the homeless - by transforming their shabby, drunken forms with 
those of popular cartoon characters. 

"This body re-mapping technology is the most complex of its kind," Grape 
boasts. Yet she admits there are problems. 

"It's not working perfectly yet - there are some glitches that we definitely 
need to address. The beer cans and genitals of the original tramps are still 
visible, which is very disturbing when you're dealing with, for example, a 
very large Smurf." 

It isn't only the homeless who vanish. The Social Blemish Removal System 
can be adjusted to remove anyone with unfashionable clothing, unkempt hair, 
or less money than the viewer. 

rhe Royal Family have reportedly ordered a great big truck full of them, 
^ which they'll probably wear while they're arsing about on the back of horses 
murdering foxes and that with their posh sodding friends, the great big 
toffee-nosed ponces. 
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FERAL PRIMATES "DEVELOPING 

OWN ^ISURE sornv 

Industrious chimpanzees create rudimentary Pac-Afan clone 



June ISth 2059: African apes 
and inonk'-'ys are developing their 
own games software, a team of 
experts claimed veMcrday. The 
announcement sent Shockwaves 
through both the natural history and 
technology communities, whose 

I conventional wisdom has it that 
jungle-dwelling primates, while 
intelligent enough to fashion basic 

I tools from sticks and rocks hu k 
the skills to produce adrenaline 

, pumping arcade aciioi^ oinnnt • 
games of their own. 

' We went in to obsc i \ i 

. community of apes in their natural 
habitat, and what we disi oveied 
left us astounded," annoimced 
Didcoi University Primate Research 
Unit head Professor Danielle 
Chambers at a packed press 
conference yesterday. 

•'Obviously, the games they're 
workmg on at the moment are light 

» years behind the son of stuff we 
take for granted, but they're still 
way beyond what we thought they 
were capable of / 



Professor Chambers described 
how she and her colleagues watched 
in amazement as a group of young 
male chimpanzees spent several 
months perfecting a working upright 
arcade cabinet version of Pac-Man. 
Once the game was complete, the 
same group of chimps immediately 
set to work introducing a monetary 
system to their community, in order 
to generate coins to operate the 
machine with. 

•'Within three weeks ilu y J v^oue 
^on to invent the chip shop - they 
installed the Pac-Man cabinet in 
the corner, and used the earnings 
from that to begin work on Rung Fu 
Master" said Chambers. 

Although it is not yet clear 
whether other groups of primates 
have developed comparable 
programming skills, software giants 
Microsoft have reportedly despatched 
a team of hunters to the African 
jungle with instructions to round up 
a minimum of 200 chimpanzees and 
set them to work in a makeshift 
office as quicWy as possible. 
• ^4 
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SINGLEf ^YER GAM^^^ 

Arcade action title will entertain players on solo basis 

May 3rd, 2062: The games industry was rocked today by the release of Mci.. 
Rabbit Banjo Boy a cunicular musician simulator from Brighton developers 
• Pier 9. But for once the subject matter is not the issue - experts are astounded 
that the game only caters for single players. No online multiplayer option is 
provided - a clear breach of EU State gaming guidelines. 



ing Challenge ''turns kids Into 
lieipless swots" 

j OcLohei 3^1. 2087: Book abuse has soared among the under-twentit 
1 claims a report published today The findings represent a massive blow 



Of the 10,000 teenagers interviewed for the survey, 34% admitted reading 
a short story within the last fortnight, while an astonishing 83% confessed to 
having read an entire book from cover to cover at some point in their lives. 

Book or magazine use can cause uncontrollable squinting in the young, 
as their eyes, reared on the soothing glow of organic monitor displays, 
stntggle to focus on the tiny ( haracieis marked on a standard printed page. 
Furthermore, many book pushers 'cut' their wares with low-quality paper in 
order to save money. Ink can leave the page, smear ing fingers and clothing 
with dirty residue, while in extreme cases paper cuts can nick the user's 
finger, drawing blood. 

The shock rise in book abuse is blamed on a pair of controversial compui i 
games from Scottish developer MAD. The two games - Charles Dickens ' Page- 
Turning Challenge and Librarian! - both openly depict the reading of books, 
magazines, and even densely-written political pamphlets of the Seventeenili 
Century. Players are encourag(!d to read words lor points, while those skilful 
enough to form ( omplett- sentences in ihinr mind's eye are rewarded with a 
, 'literacy bonus , multiplied each time they begin a new chapter. 

"We're just giving people a safe, virtual environment in which they can 
try out things that would be illegal in the real world," said a spokesman foi 
r^r s..»rv\ ire house. 

I -igest that kids are going to play our game, and then walk away, 
. |)h I Hi I book and start reading is just absurd. It's a piece of computerised 
' fantavv that's all." 

Some politicians don't agree - a motion calling for the company to be held 
' responsible for corrupting the young will be heaid in the House of Commons 
this atiernoon. between Prime Minister's Firelight Time and the ceremonial 
roun(' < 'f Risen It 
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Millennium), and we all agreed to vote 
democratically for an overall winner (by 
secret ballot) at ttie end of the discussion. 
We did this by awarding ten points to our 
favourite game on the list, and one point to 
our least favourite. 

You may not agree with our shortlist 
(and, yes, there's no Quake III, and Age Of 
Empires //hadn't been around long enough 
for us to assess it in absolute detail), or 
even with our choice of eventual winner, 
but you cannot dismiss our reasons for 
choosing these games. 

Ultimately, we each retain our own 
preferences, but the winner of this special 
Supertest will have gained the overall 
approval of the PC ZONE team. 

CHAMPIONSHIP 
MANAGERS 

Steve: It's a football game. If you don't like 
football you've got something wrong with 
you. Football is great - it's a natural sport, 
a world sport. I've just reviewed the update, 
which is even better, incidentally. 
Mallo: I like football, but I don't play 
Championship Manager 3. 



CHAMPIONSHIP 9 
MANAGERS 

The be-all and end-all of football 
management games - according 
to 'rear football fans anyway, 
only have come about on 
Is a testament to ttie anal 
of a large proportion of thi 
games-buying public. 



Score 


93% 


PCZt> 


Developer 


Sports 


nteraclivc 


Publisher 




Lidos 


Price 




£34.99 



Steve: Well, you're wrong. 
Keitti: There are football fans that prefer 
action football games, such as FIFA and 
that lot, and there are those that prefer 
stat-oriented football games. With the latter 
you can actually learn a lot about football 
and the teams. 

Chris: Mallo's point is valid though, 
because I like football and I hate CM3, or 
any of them. I've been made to play it for 
the purposes of this feature and I hated it. 
It's an upgrade for Microsoft Excel m{U 
colour and sound if you ask me. 
Richie: (To C/7r/s; You've got a bigger love 
elsewhere haven't you? 
Everyone: (Laughs) 

Dan: I don't like football, but I like Champ 
Managers. 

Andrew: I like football - I'm a supporter of 
Newcastle United by the way - and I do go 
to games and follow my team, but that 
doesn't mean that I want to sit in front of 
my PC and play football games. 
Marie Before I bought CM2, I'd completely 
lost interest in football, but after I started 
playing it my interest in real world 
football sparked and I began reading the 
newspapers every day. The same for CMS, 
only better. 

Steve: It f^^ks your life up. 

Dave: Personally I'm fanatical about 

football and I played Champ Manager San6 

just couldn't get on with it at all. 

Steve: What's wrong with it? 

Dave: For one you can't have a full time job 

and play Championship Managers. You 

need to spend 1 2 hours a day with it. 

Steve: Yeah. 

Dave: You've either got the time or you 
haven't. 

Keith: You tend not to go out very much 
when you're playing it. It's a great 
game though. 

Steve: It is. It's not just for Christmas - 
it's for life. 

Mallo: I don't find it that fulfiling. I sit there 



feeling guilty, thinking, Tm wasting my life 
playing this...' 

Macca: But you get that playing any game. 
Chris: Who here likes Championship 
Managers, besides Steve? 




Andrew: What's exciting about managing a 
middle Second Division side knowing that 
year after year they're gonna finish 16th in 
the league with no decent players? 
Steve: It's all about survival. 
: And hope. 



Dan: I do - it's f**King excellent. 
Keith: CMS is absolutely astounding. It 
doesn't have pretty graphics, it doesn't 
have amazing sound, but for some reason 
there's something about this game that 
keeps millions oi people playing it. 
Dave: It's fulfiling a fantasy, isn't it? 
Steve: But CMS \s more realistic than that. 
It's something that you can relate to. For 
instance I support 'The Chester'. In the 
game I was trying to sign this player, 
Howard Ferrinton. Then I went to see 
Chester in real life and he scored two goals 
against us! It was absolutely sickening. I'd 
been chasing him for a week. . . 
Everyone: (Laughs) 

Steve: How surreal is that? And things like 
that crop up all the time. The real life 
crossover is incredible. If you're in the 
middle of a Championship Manager season 
you can't watch real football without 
thinking: 'f**king hell, I fancy him. . .' You 
start making notes about players you're 
going to sign. Also, I just finished 16th with 
Chester, which is where they always finish. 
They've finished 16th in each of the last 
two seasons. 



»Thereal life crossover 
is incredible''^ 

STEVE'S HAVING TROUBLE DISTINGUISHING 
REALITY FROMCMJ 



Keith: CMShas no boundaries. There's no 
beginning and no end, you just play and you 
just get into it. 

Steve: You've got history behind you. 
Keith: Yeah, you're jumping into this 
universe that you can play for as long as 
you like, however you see fit, with whatever 
tactics you want to employ. 
Prezzer In other football management 
games there is usually something missing. 
There is nothing missing in this. 
Craig: It struck me that its 
comprehensiveness worked against it. 
Playing it became a chore and I was 
switching off all the options so I could get 
through the bloody season because I'd had 
enough of the damn thing. It's compulsive, 
don't get me wrong, but it's 'information 
overload' - too much, too quick. Which I 
think defeats the object. 
Dave: Without that depth, without that 
comprehensiveness, it wouldn't work. 
Dan: There are definitely two camps here - 
you either love it or you hate it. Apart from 
Macca who hasn't played it. 
Macca: I like football. I like watching it and 
playing it. I don't support any teams and I 
can't be bothered with all this tribal 
bollocks. appeals to a certain mindset, 
and I just don't have that mindset. I 
acknowledge that the mindset exists. And 
that it's f**king sad... 
Everyone: (Laughs) 



O The be-all 
and end-all 
of football 



Chester City Tactics! 
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Unreal Tournament has you in its sights. 



JNREAL 
rOURNAMENT 

Chris: No one's playing Unreal Tournament 
Macca: Yes they are. While you're at home 
being a plus three druid we're ail in the 
office f**king killing each other! 
Everyone: (Laughs) 

Macca: I went to The Playing Fields last 
week to play Unreal Tournament vjWh a 
bunch of people - and I never6o that. And I 
paidior it! 

Mallo: I saw Unreal Tournament a\ E3 
back in May and thought it was absolutely 
amazing then. They've turned the whole 
thing around with this new approach 
to gameplay. 

Macca: They've also improved the 
weapons as well. The guns in the original 



TOURNAMENT 

Another major step forward for 
the first-person shoot 'em up 
genre, Unreal Tournament couM 
almost be considered a sport in 
its own right. Practise at home 
with realistic 'Bots', then prove 
yourself In the online arena. 











Go capture that flag, mate. 




Come on, do you really want to mow her down? 



Score 


90%.a7#81 


Developer 


Epic 


Publisher 


GT 


Price 





Unreal are shit. They sound bad, they look 
bad. This time they've really beefed up the 
weapons. Unreal Tournament Uas set a new 
standard. It's got all these multiplayer 
options - although not all of them work - 
but it's just effortless to get going. Bots fill 
up your players and when a real human 
player enters a Bot dies. It juggles it, keeps 
it going. The Bots are outstanding. They're 
good without being supernatural and will 
auto adjust, so that they will react to your 
playing. They will 'up' their game to combat 
you, so you're constantly improving. 
Dan: It's the antithesis to Half-Life really 
Unreal Tournaments got no storyline to it at 
all, but it doesn't need it - it's all about 
fighting and killing. You can keep going 
back to it, time after time after time, but 
how long that will last depends on how far 
you want to take it. 
Mallo: Unreal Tournament w\\ soon 
become a high stakes sport. People will 
start winning money in big competitions. 
Prezzer It's an arcade game. If you want a 
quick 30-minute thrash at something. . . 
Everyone: (Whey-hey!) 
Prezzer i was going to use the word 
'stress reliever' but I decided not to. . . 
Macca: I would say, though, that a lot of the 
levels are actually a bit shit. 
Dan: Some of the maps aren't 
interchangeable. There are some really 
good ones that you can play in Assault, but 
not in Deathmatch. 

Mallo: They've still got Dark Match in there, 
where you run around in pitch black rooms, 
which is really good. 



Macca: InstaGib - one shot kills is really, 
really good. 

Richie: The thing is, a Deathmatch map has 
got to move in on itself a couple of times. 
Mallo: What about you Steve? You like your 
shoot 'em ups. 

Steve: I'm not good enough to enjoy it. I 
just can't be arsed to put in the hours. I've 
had a dabble, yeah. It is good. It saves you 
money playing games over the Internet. 




Macca: Yeah, yeah - 1 agree. 
Dave: Unreal Tournament \s fantastic. I love 
the graphics. The Bots are what make the 
game basically They're fallible, and the 
auto adjust feature wori<s - you notice 
them changing. 

Richie: No one's even mentioned the 
interface yet. You've got four or five 
keys to issue orders to your team - it 
works brilliantly, better even than Hidden 
& Dangerous. 

^1 went to The Playing Fields 
last week to play Unreal 
TounamentmXh a bunch of 
people. And I paidtor it!^ 

UT GETS MACCA'S SEAL OF APPROVAL 



Craig: I'm the same as Steve - not too 
good at it. 

Chris: I love the graphics - they're great. 
Richie: Garish, too colourful. . . 
Maiio: A bit too sci-fi. 
Chris: That's exactly what I like about it. 
Macca: If you play it on a Pentium 500 
and a TNT2 card at 1 024 by 768 it looks 
f**king awesome. 

Dan: Unreal doesn't have any of the rusty 
pipes and dirty walls of Half-Life. Unreafs 
really clean... 

Steve: Yeah, it's far too glossy 



IT I was useless at Quake, useless 
at Quake II, pretty bad at Half-Life, but 
Unreal Tournament is one of the few 
of these games I've played where I've 
actually started to feel like I'm learning, 
I'm progressing, I'm getting better at it. The 
learning curve is very good. 
Macca: Overall, though, it's a fun game. 
More so than Quake, and more so even 
than Half-Life networked. 
Maiio: Good God! I never thought I'd hear 
Macca say that. 

Dave: If you want to get better at these 
games and are not scared to play it. Unreal 
Tournament is your best bet. 
Andrew: I want to go and buy it now, it 
sounds thatgoodi. C) 
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Lots of options, lots of menus, and lots of fun. 
Ttiat's what Civilization Is all atiout. 



ClvlUzatlon may not look like anything special, but its addictive qualities are second to r 
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There's so much to take in that at times it really 



® CIVILIZATION II: 
TEST OF TIME 



v: tt's the only game on this list that I 
would take with me to a desert island and 
know that I would play forever. 
Mallo: No you wouldn't. There's no power 
on a desert island... 
Andrew: It never plays the same. Every 
time you play it it's completely different. 
Mallo: It does end. How many years does it 
span again? 

Andrew: About 3000 years. 

Mallo: Call To Power ga\ie us four to five 

thousand years to play with. 

Keith: I tend to find that in the first 

thousand or so years you get everything, 

and then it's a bit of a slog to go through 

the rest of the game. 

Andrew: There are a finite number of units 
to discover, but you're supposed to use 
different combinations each time you play. 
You never get all the technology together in 
one game. 



CIVILIZATION II: 
TEST OF TIME 

This world-renowned turn-based 
strategy classic received an 
update recently in the form of Test 
Of rime. Now with 16-bit colour, 
animation, plus sci-fi and fantasy 
versions, it is a good example of 
hilly timeless gameplay. 




Dan: Civis the second best-selling game of 
all time, after SimCity. That obviously says 
something about its appeal. It is a fantastic 
game: it's very open-ended and you get 
different outcomes - it's probably the most 
addictive out of all the games here. 
Mallo: People accept it more readily than 
they would a 3D strategy game. I like Civ 
because it's a simple idea - and also 
because it's turn-based. 
Chris: Some of the biggest-selling games 
ever, like X-COM, have been turn-based. 
They have mass appeal, it's not a niche 
market. When you look at this list there 
are only two games on it that really 
make you think about what you're doing, 
and this is one of them. When you play 
turn-based you do build proper strategies. 
You don't get that when you play something 
like Tibehan Sun. 

Dan: It's an age thing as well. Turn-based 
players tend to be older than RTS fans. 
Mallo: Funny that you don't get put off by 
the looks, ft's been a few years since I last 
played Civ, but it still looks acceptable. 
Dan: Again, it is an environment you 
can relate to. 

Andrew: The Al is good - not brilliant - but 

it does make a good opponent. 

Dan: There are few games with decent Al, 

but Civ is one of them. 

Chris: C/Vhas got huge depth - you'd 

never get that from a real-time strategy 

game. My ultimate game would have 

all the decisions made in a turn-based 

environment, then it would branch out into 

RTS like Age Of Empires. Civ III \s still going 

to be turn-based. 

Andrew: The idea behind a turn-based 
game is that when you move an army 
forward to a city, you don't get a general 
doing that on the spur of the moment - 



they plan it. So when the army moves 
forward, it's a well-planned move that may 
have taken 48 hours to decide upon. The 
result then depends on the real-time 
actions of the soldiers and junior 
commanders. That's where they could 
blend the two together. 
Richie: I like real-time strategy games that 




you can pause, like Age Of Empires. 
Mallo: Atfominationirovn Eidos was a good 
mix of both. It was essentially real-time, but 
you could pause the game by hitting Space 
and still issue orders. For me, that feature 
transformed the game. 
Keith: All these sort of titles are glorified 
Amiga games. They're not exactly pushing 
the boundaries of technology are they? 
Chris: But it's all about gameplay! 
Everyone: (Uproar) 

Keith: Yeah, but we're looking for games 

that push the boundaries. 

Chris: This does, in terms of gameplay. 

Richie: Civ H is the only game you can buy 

that accurately simulates the entire worid 

and how it's developed. 

Steve: No it doesn't. It's a stylised version 

of the worid. 

Dan: That's bollocks! You get occasions 



where you get spears attacking tanks and 
the spears win! That's complete arse. 
Craig: For me Civ II shot its bolt too eariy. 
I'm not into this type of game and it 
got repetitive very quickly. I can see the 
appeal though. 

IMacca: I haven't played Civ II. . . 
Prezzer. Have you played any of these 
games? 

» It's probably the most 
addictive out of all the 
games here^ 

DAN*SACiy/fJUNKIE 



Macca: Hold on! I haven't played Civil 
because I know how addictive these 
f**kers are. I know that once I start playing 
a game such as this I will not stop playing 
it. So I just avoid them - 1 haven't got 
enough time to play them! In fact, I'm 
scared of them. 

Steve: I had CAfSfor ages before I played it 

but I knew that once the wrapper was off 

that was it - relationship in tatters, no food. 

Everyone: (Laughs) 

Richie: One thing I will say is that the 

graphics in Test Of Time are shit compared 

to the original Civil. They look really 

confusing and muddy. 

Chris: One thing you've got to remember 

about Civ H is that it's a game you'll still be 

playing six months after you've bought it - 

if it's your kind of game. 

Keith: It's a game with undoubted 

compulsive, addictive qualities like CM3, 

but it /s still niche. 

Marie But it's the second biggest-selling 

game of all time! 

Keith: You know what I mean. 
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FINAL 

FANTASY VII 

Dave: It's the best non-game here. I 
completed it and thought: 'Did I actually do 
anything there?' The story's great and the 
graphics are good, it dated. 
Macca: It's Japanese. Not many Japanese 
games make it to the PC. I played the first 
disc of the PlayStation version and thought, 
•What the r*k is this?!' 
Dave: Every 10 seconds you get into a 
fight, which is so boring. 
Macca: I didn't enjoy the fight sequences 
either Maybe because I'm more of a real- 
time action fanatic. I don't know why, but it 
just didn't click with me. 
Mallo: It's an epic. A brilliant game. The 
turning point for me was the bit where the 
story goes back in time. It turned from 
being a straightforward adventure game 
into something movie-like, in a way. 
Chris: It's definitely one of the best games 



I've ever played, but I played it on 
PlayStation and think it's much better 
on Sony's machine. The cinematics look 
shite on PC. I'm not sure it made the 
transition successfully. 
Dave: I agree. I completed it on the 
PlayStation, then reviewed it on PC. I played 




it all the way through - it was exactly the 
same, but it just didn't work on a monitor. 
Marie I was incredibly disappointed. I 
hadn't played it on PlayStation, and it 
really sounded like my kind of thing, but 
the PC version felt like I was playing it 
on an emulator. The controls are so 
incredibly naff. 

Prezzer Role-playing games on consoles 
and role-playing games on PCs are totally 
different beasts and the fact that this was 
marketed as a role-playing game on the 
PC is wrong. 

Chris: It's more of a role-playing game on 
the PC than many PC role-playing games 
claim to be. It's a proper role-playing game. 
Dave: ! don't think it is a role-playing game 
on the PC. 

Macca: What's so good about Final Fantasy 
l^// anyway? 



Dave: The story is brilliant. 
Mallo: Clever twists. Sequences that take 
you back to the same location at a different 
point in time... 

Dave: You're not actually who you think you 
are at the start of the game. 
Mallo: Also, there's a point in the game 
where one of the lead characters dies. . . 

^1 felt like I was playing It 
on an emulator^ 

MARK THINKS FINAL FANTASY VII SHOULD 
HAVE BEEN BETTER PROGRAMMED ON PC 



Macca: Oh, and did you cry? 
Mallo: No, but I know someone that almost 
did. If a game can generate that much 
empathy then it must be rather special. 
Dave: You c/o think, 'She can't be dead, it's 
not possible, surely?' 

Andrew: Final Fantasy VII is the only game 
here that I'd be embarrassed to be seen 
playing. I couldn't get into the mindset of 
being this funny little creature with a funny 
little face. 
Mallo: Too cute? 

Andrew: Yeah, too cartoony for me. 

Chris: So you're not embarrassed playing 

Panzer General but you won't be seen 

dead with Final Fantasy. . .? 

Everyone: (Laughs) 

Craig: It reminded me of Outcast- talk, 

walk, fight. . . If I want to do that, I'll go 

down the pub. 

Everyone: (Uproar) 

Dan: As a console game it's fantastic, 

but on PC... 

Craig: We're snobs on PC. Why should 
we have to put up with second-rate 
conversions of PlayStation games?! 




: It's not exactly a 'second-rate 
conversion'. They made a few mistakes 
with the graphics, but it's the story and the 
game that counts. 
Marie: It's overrated. 

Chris: Oh f**k off! There are loads of little 
things in Final Fantasy Vll\ha\ you will 
never find if you don't spend any time with 
it. There's a games arcade with real games 
that you can play - it's brilliant. It's so 
varied. It's one of the most imaginative 
games I've ever played in my life. 
Dan: The first third is incredibly linear. It's 
only when the game goes full 3D and you 
get to do your own thing that it starts to feel 
like a proper game. 

Mallo: It took me between six and eight 
hours of play to realise just how good a 
game it was. 

Prezzer If the game is so heavily based on 
the storyline and it doesn't grab you during 
the first eight hours, then you're not going 
to be compelled to stick with it. 
Dave: The spells are annoying too. Near 
the end there's a spell that takes about 20 
minutes to build up, then you're dead. 
Mallo: That's the Japanese influence, but 
it's different. 

Dan: Fiery swords and things are good for 
the first three or four times, but after a 
while it's like, f**king hell, just get on with 
it! You could almost go away, have a cup of 
tea and a fag and come back to it after 
they've finished casting the spells. . . The 
big battles at the end can take 45 minutes 
to make one whole turn. 
Steve: Now that does sound like the dullest 
thing on Earth. 

Mallo: There are plenty of people out there 
who like it. 

Steve: Well I'm not one of them. G 



Special effects 
overload? 



i 



FINAL FANTASY VII | 

This Japanese-made, Manga-style 
adventure/RPG cross breed was 
so well received on PlayStation 
that at one point it seemed that 
games were at last being taken 
seriously. It was later ported to 
the PC, with no enhancements. 
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® HALF-LIFE 



Malta: //a/^/jfe then? 
Everyone: (Cheers) 
Malta: Okay, next game. . . 
Everyone: (Laughs) 

Malta: It really captured the imagination. 
Oan: it was better than we expected. 
Macca: Half-Life mrks on so many levels. 
As a piece of entertainment It's just got so 
much in it. It's got rhythm - rtiythm of 
gameplay. Variety. One minute you're 
jumping across boxes, the next you're up 
against really good Al. Next it's really dark. 
Next you have to work a train. . . A constant 
variety of environments and challenges. 
Totally unexpected, really exciting - you 
rea//y wanna get to the next bit. 
Marie I completely agree. It's such a well- 
directed story. Half-Life is very linear, but 
it's just so well connected . . . 
Malta: It's surprise after surprise, isn't It? 
Macca: It is. 



HALF-LIFE 

Regarded by us all as the best 
game of all time, Half-Life had 
a huge impact, not only within 
the first-person shoot 'em up 
genre, but on all of gaming in 
general. The single-player game 
is still amazing, and multiplayer 
even better. 
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Price 
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Dan: There are bits in Half-Ufe^dX really 
make you jump. 

Malta: I've seen Richie leap out of his chair 
a few times. 
Everyone: (Laughs) 

Richie: Yeah, it's the way that it just draws 
you in - right from the beginning. The intro 
is simply amazing. Little scripted bits that 
are just there for fun. People falling down 
lift shafts... 

Malta: I really like the bit where you're 
walking through the pipe and it collapses 
while you're inside it, then you find yourself 
in a completely new area. 
Richie: Macca said this when we did the 
First-Person Shooter Supertest: the 
weapons are perfectly balanced. 
Macca: And they sound f**king brilliant. 
You gotta play this game in the quiet - 
you've gotta get into character. In a dark 
room with your headphones on, just 
getting into it. 

Malta: Just like System Shock 2, Half-Life 
is a very quiet game - eerily silent - with 
lots of clever sound effects that create a 
scary atmosphere. 

Macca: The soldiers. . . When you first meet 
them you think, 'Aw, soldiers. I'll f**king 
take them...' 

Malta: You can hear their radio calls. . . 

Macca: Backing off. . . 

Malta: They throw grenades at you. . . 

Macca: Re-grouping, coming back. . . 

Malta: It's such a step forward. 

Macca: And you can't just sit there and 

stand off, you have to take cover and hide. 

You have to be cunning. 

Malta: (To Macca) M what about those 

female ninjas?! 

Macca: They were amazingfVne way I play 



10 per cent health at the point where I 
encountered the ninjas and it took me 
f**king ages\o take them out. But I felt so 
good when I'd done it. 




it is: whenever I come out of a battle, even if you're bouncing around an alien planet. It 
I'm low on health I have to save it. I was on is still enjoyable but it puts me off playing 

through the game again. 
Keith: I'm not really into first-person 
shooters. However, Half-Life an6 Aliens 
Versus Predator are the exception to the 
rule. Half-Life gave the genre the kick up 
the backside that it needed. 

^Half'Lifegzye the genre 
the kick up the backside 
that it needed"^ 

SAYS KEITH, ANOTHER MAIf-I/ff CONVERT 



Malta: And Team Fortress Classic takes it 
even further. 

Steve: Hopefully we'll start seeing more 
Half-Life c\ones in the near future. 
Malta: How about you Andrew? 
Andrew: I love it. I concentrate on the Team 
Fortress s\6e of things - on multiplayer. It's 
wonderful, absolutely wonderful. I play at 
home on a network. To me, Half-Life is 
generations ahead of the others. 
Prezzer It made camping acceptable 
again, by turning it into sniping. Everyone 
used to hate camping before that but all of 
a sudden, you could snipe and everything 
was okay again. 

Macca: It's not like Quake vthere 
everyone's running around and stuff, you 
have to think more about the environment, 
dashing across gaps, always checking 
corners, fighting for real. . . 
Dan: I think it's overshadowed now by 
Unreal Tournament 
Malta: That's debatable. 
Steve: Isn't that why we're here? 



Prezzen Everyone here has their favourite 
moment in the game. Up to now we've 
talked about the game as a whole, whereas 
now it's: 'Ooh, I remember that bit and that 
bit. . . ' That's what makes Half-Life so good. 
Macca: It excites me because in five years 
time a game like Half-lifemW be f**king 
amazing- with the graphics and 
technology that'll be around. It's the future. 
Richie: What they did with that engine was 
just amazing. And it wasn't the Quake II 
engine, it was the original Quake. 
Craig: Just what went on with the level 
design? Was Xen done out of house? It's 
so out of place. 

Malta: Initially I was like, 'Oh wow!', but 
then I played it and realised Xen\Nas shit. 
The success of Half-Life was because it 
was set in a recognisable environment. 
Then suddenly there's this massive jolt and 

























Hmmm, clap clinic? 
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Mindless, wanton destruction can be fun. 





Hidden & Dangerous is not about gung-tio 




- it's more about stealth and cunning. 



A cushy desk job will protect you from the bullets. 



HIDDEN & 
DANGEROUS 

Prezzer Hidden & Dangerous is a brilliant 
game, but because it was so bugged - if 
we're talking about 'the pinnacle of gaming 
excellence' here - you definitely have to 
take that into account. 
Dave: There's loads of tension in Hidden & 
Dangerous. Even on the first level, the bit 
where you're crawling under the bridge, 
there's a tangible feeling of fear. But i agree 
with you about the bugs, they made it 
almost intolerable. 

Dan: It was really nice to hear British 
accents in a game, rather than American - 
and good ones too, not just Dick Van Dyke- 
style voices. 

Martc For me the bugs weren't that much 
of an issue. It was like reading a really good 
book that is printed on really bad paper that 
breaks in your hand now and again. 
Mallo: Hold on - that's serious! 



Martc The book's content stays the same. 
Mallo: You mean like sticking jazz mags 
together? What's the f**king point? You're 
never gonna be able to read them again! 
Macca: Hidden & Dangerous does have an 
undeniable quality about it, but. . . 
Steve: The bugs are unforgivable. They 
should try harder - get more people in. . . 
Keith: There's nothing lacking from Hidden 
& Dangerous - it's a fantastic game. 
Dave: It's all about releasing a game on 
time, isn't it? To download a 17 meg patch 
was unfeasible for some people. . . 
Macca: The 'patch conspiracy'. 
Keitli: It's a shame. The developers were 
obviously under some sort of pressure from 
the marketing people, or whatever, to put 
this game out. Okay, that's their problem, 
but it's quite clear that these developers 
are brilliant and know how to make a game. 
Mallo: The publishers concerned are 
already renowned for rush-releasing 
bugged games. 

Keith: But if the developers had been able 
to release the game in their own time what 
would we have been saying about it then? 
It might have been: 'Yeah, this is the best 
game ever...' 

Steve: No, it'd never come out. 
Dan: Every single game in this Supertest 
has been patched in some form or other. 
Chris: The deciding factor should be 
whether the bugs prevent you from playing 
the game properly. 

Craig: These weren't subtle bugs - they did 
nofplaytest that game. You've got soldiers 
floating around in the air; you save the 
game, you lose all your weapons. All sorts 
of nonsense. 

Steve: I even found that with the demo. 
What's the use of a bugged demo? 



Richie: But it's just not annoying, though. 
For some reason you begin to think, 'Aw 
there's another bug. . .' It's still a f**king 
amazing game. 

Macca: But if you spend 30 to 40 quid on 
a game, it's gotta f**king work! 
Keith: I played it through to the very end 
using the original game, no patch, and I 
was upset ^at I'd finished it. I wanted it to 
carry on. So In that respect, the bugs aren't 
ttiatbig an issue for me. There are constant 
surprises wherever you go - a bit like in 
Half-Life. 

Dave: On the third or fourth level there's a 
bit with a hill with an encampment on the 




other side, and you've got to get round to it. 
You think you've cleared it and all of a 
sudden 10 or 12 people come running in, 
firing shots at you - you just shit yourself! 
Martc Hidden & Dangerous is probably not 
as strategic as many people expect. 
Dan: Although it is a real-time action game 
it's a very different kettle of fish to Half- 
Life; you haven't got the incessant combat 
there's a lot more lurking around, taking 
your time, which does build the atmosphere 
but doesn't give you the instant kick that 



you get from Half-Life. I still think Hidden & 
Dangerous is a fantastic game though. 
Craig: i love the vulnerability of the troops 
- the fact that you can be killed outright. 
You can empathise with them. At the 
end of the day we all wanna be a war hero. 
The bugs though - they're just taking the 
piss. It shows nothing but utter contempt 
for PC gamesplayers... 
Prezzer. Make sure you blame the 
publishers and not the developers. 
Mallo: You can't just blame publishers - 
the development community is often 
criticised for being unrealistic with targets 
and deadlines. Developers promise to 
deliver a game on time and sometimes 

^There's loads of tension in 
HiMen & Oangerous, and a 
tangible feeling of f ear^ 

DAVE KNOWS THE HORRORS OF WAR 



cannot make it. But in this instance, though, 
Talonsoft should have realised just what 
they had and held it back in order to make 
it ex^ra special. 

Chris: The World War II environment 
doesn't do anything for me. 
Mallo: How can you say that, it's a godsend! 
Prezzer The subject matter is spot on - all 
the equipment, all the weapons and all of 
the vehicles... 

Andrew: The weapon sounds alone are 
very realistic. 

Mallo: If you're interested in World War II, 
Hidden & Dangerous is a revelation. 
Dan: As we've said before: it's an adult 
version of every childhood fantasy - 
playing commandos with your mates. ' 
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DANGEROUS 




Pack up your troubles in your old 
kit bag and get yourself into the 
thick of Wortd War II action in this 
incredible tactical action game. 
Despite the bugs, playing Hidden 
& Dangerous is an epic and 
atmospheric experienc& 

Score m.pczm 

Developer lllusionworks 



HOMEWORLD 

Rldile: in Homewohd you feel that you're 
guiding a civilisation. It's like Battlestar 
Galactica - it's very familiar. And you have 
to say that the graphics are amazing. 
Mallo: It looked impenetrable, but it's 
actually quite easy to play. 
Chris: I thought the interface was too fiddly. 
There was too much zooming in and out. 




Chris: Homeworldls controversial in as 
much as you have no choice but to play in 
3D. I think that was a really brave decision. 
Prezzer If anything, this re-awakened my 
interest in real-time strategy games. I was 
starting to get really bored of them because 
they'd all been so similar. . . 
Maria Are you still playing HomewoiicR 
Prezzer Yes I am. 

Dan: They got the graphics and the engine 
right. The story's right. But these games 

^This re-awakened my 
interest in real-time 
strategy games^ 

PREZZER'S IMAGINATION PULLS OFF THE 
BLANKCTS FOR HOMEWORLD 



Dan: For me the initial interest was 
phenomenal, but then it started to wane 
really quickly. It's a f**king near miss 
basically. The research tree was nothing 
more than a way of trickling units to you. 
There wasn't much by way of surprises. 
Richie: They made the classic mistake of 
putting everything into the skirmish game. 
If you play it for a couple of hours, which 
most people will do anyway, you know 
what you're getting in the single-player 
game. It's the same with Tib Sun. It's the 
same in all these strategy games really. 



HOMEWORLD 

Successfully marrying real-time 
strategy and 3D graphics with 
an engrossing and believable 
storyline, Homeworld is already 
considered a hugely significant 
and influential PC title, which 
is surprising as it was only 
released a few weeks ago. 



Developer 



should be about taking more than one route 
down a fight - trying battles different ways. 
But with this you can't. It really does feel 
like you're going down a railway track. 
Prezzer When playing individual battles, 
the scope for tactics and strategy is far 
greater than most real-time strategy 
games. Most are a war of attrition. In 
Homeworld \ found myself coming up with 
tactics, different ways of attacking things, 
and varying weapons, ships and formations. 
Dan: It sets a benchmari< for other games 
to follow. It'll be like Wolfenstein-\haX was 
the very first proper 3D shoot 'em up, but it 
wasn't 'til Doom came out that everyone 
sat up and noticed. Homeworld is the first 
game to be set in a proper 30 environment, 
but there's undoubtedly better to come. 
Prezzer It seems to have captured the 
attention of a lot of my friends as well. 
Normally they don't give a shit about real- 
time strategy games, but this. . . I think it's 
the 3D space that has actually attracted 
more people than it's pushed away. 
Dan: We need to wait for someone to steal 
the ideas from Homeworld ar\(ji use them in 
a better game. The whole fact that it was 
whiriy, twiddley, spinney, upside-downy is 
really cool though. 

Chris: Mmm. It's too much like hard mrk. 
Mallo: Could it be a better game to watch 
rather than to play? 

Prezzer No, Homeworld \s amazing to play. 
You've just got to give it a chance. 




Homeworld brings colour to the recesses of outer space. 




In space, no one can hear you explode. 



INTO THE NEXT MILLENNIUM.. 



It's Ume for the PCZ team to wax lyrical about the best of next year's crop 



So, which games are going to pick up where 
this little lot left off then? Well, it'd be an 
understatement to say that weYe sweating in 
anticipation of Valve's forthcoming Team Fortress 
2, Everyone's hoping ttiat it'll be something of 
a Half Lifef Unreal Tournament cross-bree6 
and blow everything out of the water when it 
eventually arrives next Summer. Can it picic up 
the baton passed on by those aforementioned 
heavyweights? Only time will tell. 

In terms of technology. Blade (now with 
Infogrames) and Black & White still look pretty 
ground-breaking, but the kniger ttie developers 



leave them, the more chance everyone 
has got of stealing all their best ideas 
pre-empting ttiem. Freelancer^ from Digital Anvil, 
is also being described by those who've seen it 
as 'astounding - like nothing ever seen before', 
so we live in hope of that, and there's always 
System Shock 3 to look forward to, as those 
wtio've completed System Shock 2 will know. . . 

Over the next few years we expect the face of 
PC gaming to change again - better graphics, 
better sound, bigger games. In the games worid 
nothing gets in the way of progress - let's hope 
none of us have any problems keeping up. 




Quake III arrived too late, but it could be the future. 
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SYSTEM 
SHOCK 2 



Ctirls: Game of the year for me, without a 

shadow of a doubt. 

Macca: Better than EverquesP 

Prezzer Why is it better than Half-Lifef> 

Chris: How much time have you got? 

Steve: Not much. 

Everyone: (Laughs) 

Chris: Half-Life has got brilliant graphics, a 
great storyline, blah, blah, blah, but at the 
end of the day all you are doing is just 
shooting people in the face. System Stiock 
2 is a completely different kettle of fish. 
There are three completely different ways 
of playing the game. It's a f**king amazing 
idea and it had better win or something 
here's seriously wrong. In fact, I'm the 



SYSTEM SHOCK 2 

This recently-released 
sci-fl/horror masterpiece is 
currently gripping PC games- 
players up and down the 
country, and will continue to 
do so well into the near future, 
with gameplay that contains 
something for everyone. 



Editor - if it doesn't win, I'll change it. 
Everyone: (Laugtis) 

Mallo: I leapt out of my chair - completely 
panicking on occasions - when I played 
this game. As I said in my review: one of the 
most suspenseful games ever made. 
Macca: That's brilliant. A game hasn't been 
able to give me that type of feeling since 
Dungeon Master. 

Chris: You get that the whole way through 
it. There are loads of rooms that you are 
literally too afraid to go in. Especially when 
you're only four or five levels in and aren't 




Developer 



95%. PCZ #80 
Looking Glass Studios 



that good. You start thinking, 'That looks 
like the kind of room where something 
bad's gonna happen.' 
Dan: There were a few puzzles that 
seemed like a time-wasting exercise, 
purely put in there to extend the life 
of the game - such as having to get the 
transmitter code from the art terminals. I 
stopped playing the game because of it. 
Mallo: The game is forcing you to explore 



one particular area, that's all. If you can't 
be bothered to do it, why not go and play 
something else?! 
Everyone: (Ooooti!) 

Mark: A couple of other things that make 
it such a great game: one is the security 
system, and the other is that you get a 
good sense of the horror that must have 
preceded your arrival. Having said that, the 
lack of other characters may put people off. 
Mallo: The whole idea is that you're on your 
own - alone. 

Richie: It looks like a difficult game to get 
into, but in fact the tutorial is superb. . . 

^System Shock 2\s a work 
of genius. It's an incredible 
experience for many 
different reasons^ 

CHRIS IS HUGELY IMPRESSED 



Mallo: The use of the right mouse button 
is spot on. 

Richie: . . .and even though some of the 

characters look a bit pants, it is actually a 

really atmospheric game. 

Macca: I love it. I remember the first one, 

which reminded me of Ultima Underworld, 

which I still think is one of the best games 

that has ever been made. 

Craig: I was stupid enough to play it on 

my four foot telly in the lounge and I had to 

turn it off. 

Mallo: Did you have to nip off and change 
your trousers? 



Craig: I'm fairly world-hardened, but the 
suspense and the fear that it brought out of 
me - 1 was hearing things in the house. . . I 
was sweating. I had to chill out, go away 
and come back to it. 

Mallo: If you play System Shock2\a\e at 
night, you start to hear things. . . 
Craig: The game creates paranoia. And any 
game that can do that... 
Chris: Half'Ufe is an incredibly good shoot 
'em up, but that's all it is at the end of the 
day. System Stiock 2 is a hell of a lot more 
than that. There's so much more to it. 
Keith: And System Shock 2 is a proper 
RPG. So many games, such as Lands Of 
Lore III, claim to be RPGs, but are not the 
games they set out to be. System Shock 2 
is, completely. 

Chris: System Shock 2 is a work of genius. 
It's an incredible experience for many 
different reasons. 

Andrew: System Shock 2 is an adventure 
game to me. It's not a shooter or an RPG. . . 
Dan: It's a RPG, with first-person aspects. 
Mallo: I'd say it's more first-person shooter 
than RPG. 

Dave: Well in that respect it's going to 
appeal to three kinds of gamers, isn't it? 
Richie: But are we going to be playing it in 
six months time? 

Craig: Once you've played through the 
game as all three characters, then I doubt it. 
Dan: There's a team-based multiplayer 
patch just out. 

Mallo: Then let's check it out. 
Steve: Yes, let's. 

Richie: Yes, come on . . . (Ad nauseam - Ed). 



That could be you if 
you're not careful. 




System Shock 2 is already considered a classic of its time, but I doubt he's thinking about that now. 
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Homy punches the air because his game was chosen for the IVIiilennium Supertest. 



Goblins, as far as the eye can see. Tiiat'll please Steve Hill. 



® DUNGEON 
KEEPER II 



Mallo: Dungeon Keeper H is a great game - 
brilliantly designed with fantastic graphics 
and a really good atmosphere, but it's 
maybe a bit too linear and a bit too short- 
lived. The first five or six levels especially 
seemed to be over really quickly. But it is an 
excellent game and a huge improvement 
over the first one. 

Dan: Ah, but do you get your money's 
worth? 

Mallo: Dunno. Didn't pay for it. 
Steve: Do any of us pay for games? 
Mallo: You could probably complete the 
single-player game in less than a week and 
I doubt whether you'd go back to it. 
Chris: You could say that about Half-Life, 



DUNGEON KEEPER II 

The real-time strategy genre 
had never seen anything like it 
before - good versus evil, with 
evil winning. This wicked twist, 
plus the fact that they'd learned 
from the mistakes on the first 
one, gave Bullfrog an instant 
classic status. 
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Hidden & Dangerous, Quake II. . . 
Dan: You're joking! 

Prezzen Well, I'm still playing Half-Life^. 
Mark: (Surprised) Hidden & Dangerous, in 
just a week?! 

Andrew: My son finished Final Fantasy VII 
in a week. 

Chris: With a walkthrough? 
Andrew: No. 
Chris: I don't believe you! 
Mecca: I guess that he's got a lot of time 
on his hands? 
Steve: Or no job. 
Malto: Or in prison. 
Everyone: (Laughs) 
Keith: I've played the whole thing, right 
through to the end and I think they should 
have put more into it. It's a really well- 
programmed game, there's no doubt about 
that, but there should've been more in it- 
like an RPG element. There aren't enough 
sub-missions in the levels. 
Malto: I like the fact that it takes the piss 
out of beardy weirdy strategy games, and 
the fact that you play on the side of evil. 
Dan: Computer games are not funny and 
they shouldn't try to be. 
Macca: Jokes are not the only way to be 
funny. You can have a sense of irony, but it 
is a plus point if a game has a tongue-in- 
cheek attitude about itself. 
Marie When something points out its own 
flaws, and doesn't try to be overiy serious 
it's easier to like it. 

Macca: There are funny situations in //a/f- 
Life-you flick a switch and a whole bunch 
of scientists plummet to their death . . . 



Everyone: (Laughs) 
Dan: So killing someone is funny? 
Macca: In that context, yes. The irony 
element of Dungeon Keeper II 6ef\n\{e\y 
adds to the appeal. 

Prezzer. It looks impenetrable. I played it 
for a short while and gave up. I just didn't 
want to know. 




: But you're Archmage Presley - how 
can you not like it?! 
Everyone: (Riotous laughter) 
Malto: Hold on! I want to get to the bottom 
of this. What do you mean impenetrable? 
Prezzen It was the same as the first one - 
I thought, 'What the f**k is going on here?!' 
I don't care. I don't give a monkey's. 
Andrew: I've played Dungeon Keeper I 
and //. I enjoyed the first game, but I found 
[?/C//difficult. By about the middle of the 
game I started getting stuck and found I 
had little desire to carry on. I just got 
swamped and lost interest. 
Malto: The single-player game is very 



linear and if you are forced to re-play some 
of the levels over and over again, then you 
can get bored of it. I'll admit that I didn't 
complete the game. 

Dan: I wouldn't go back and play it again. 
Keith: No. Absolutely not! Once it's done, 
it's done. 

IMalto: Multiplayer Dungeon Keeper II 
is certainly a worthwhile distraction, if 

'I like the fact that it talces 
the piss out of beardy 
weirdy strategy games'^ 

MAIXO LAUGHS ALONG WrfN DKII 



anyone can be bothered with it. What 
about you Steve? 

Steve: Caesar III is a much better game. I 
don't know anything about dungeons and 
don't care about them. Mallo frequents 
dungeons dressed as a monk. . . 
Malto: No I don't! 

Marie The concept of Dungeon Keeper II 
is brilliant. The idea of being the evil guy 
who controls the dungeon - to be on the 
opposite side of it, for once, is just fantastic. 
Macca: Bullfrog shouldn't be criticised for 
having big ideas. Flipping the dungeon 
master around is a good idea, and everyone 
wanted to see it and they've done a 
reasonable version. They were brave 
enough to attempt it, but I think we do have 
to accept that this is not a triple A game. 
Malto: I disagree. Wis a triple A, but 
relatively short-lived. 



74 PCZONE J #86 



TIBERIANSUN 

Steve: Great game. 

Craig: Hated it. Where they've been and 
what they've been doing I do not know. 
Surely we should be in 3D by now? 
Mallo: Not everyone can think in 3D. Steve 
can't -he's admitted it. 
Steve: It doesn't need to be 3D. Chess isn't. 
Marie Of course it is - you pick up the 
pieces and move them around. 
Steve: Physically, in real life. The pieces 
are, but the board isn't. 
Mallo: Tib Sun didn't need to be 3D. 
Richie: I agree, but there's still not a great 
deal to it. 

Dave: It doesn't really matter about the 
graphics if the game is brilliant. 
Steve: Champ Manager 3 \ooks like a book. 
Dan: Tib Suifs just an add-on pack. It's the 
same game with new graphics. . . Yeah it's 
a great game and it'll sell... 
Steve: If someone bought a PC in the last 
year and bought this game they'd think it 
was f**king brilliant. 

Dan: But if you played the first one, or Red 



TIBERIAN SUN 

Alttiougti tliere are ottier RTS 
games comparabie to Tiberian 
Sun (the latest in a long line 
of Command & Conquer WWes), 
it remains an undisputed 
champion in almost every 
department. The original and 
still the best. 



Alert, then there's nothing more to get you 
excited about it. 

Steve: The first one was five years ago! 
Dan: In five years you'd have expected it to 
have gone further than it currently has. 




Craig: Look at the soldiers - they look like 
teddy bears. 

Mallo: Yeah, they do look carloony, and the 
animation is nothing special. 
Craig: They look out of place. The only new 
thing in it are the waypoints, which have 
been stolen from Dark Reign. It looks like 
they wrote it three years ago, kept it hidden 
in a cupboard, and then thought, 'Oops, we 
need a C&Cgame out there', so took it out 
the cupboard and thought, 'We'll flog that'. 
Mallo: That's harsh. 
Macca: But fair 

Keith: I've played it right to the end - both 
sides: GDI and Nod - and as usual the only 
way you can win is to gather together a 
massive army and rush the enemy base. 
Dan: You can't do a sneaky strategic one 
'cos you'll get zapped by the defences. 
Keith: There is slight variation occasionally 
when you get these mutants and you have 
to sneak them into a base, but then the 
point of the game - creating these armies, 
and various attack strategies - is lost. 



Steve: It's not the crux of the game. 
Mallo: As Steve said in his review, I think 
this is sf/7/the best version yet. 
Richie: Westwood created this genre, but 
things have moved on since then. 
Andrew: Command & Conquer is one of the 

^Essentially the same game 
as before, Westwood have 
stuck to the formula^ 

RICHIE RECKONS THERE'S 
N0THIN6 NEW IN TIBERUIN SUN 



most influential games of all time. Tiberian 
Sun\N\\\ sell well, but it's not, in its current 
state, 'the pinnacle of gaming excellence'. 
Prezzer. Wouldn't they be better off just 
re-releasing the original? 
Chris: Westwood in their arrogance just 



thought that they could put out the same 
game again and everyone would buy it. It's 
fair enough saying 'If it ain't broke don't fix 
it', but when they don't even bother to 
update the sodding graphics. . . 
Mallo: I remember that we've had this 
argument before. So you'd rather go back 
to playing the original C<SC? 
Prezzer No, but because I played C&C so 
much I've got no impetus to play Tib Sun. 
There's nothing different enough to make 
me take notice. 

Richie: There's a direct parallel with Age Of 
Empires II- it's essentially the same game, 
but there are so many little things that you 
notice. You think, 'Yeah, there are some 
great ideas in here', whereas Westwood 
simply stuck to formula. 
Dan: Tib Sun is not a proper sequel. 
Steve: Yes it is! 
Dan: No it isn't 




THE GAME OF THE MILLENNIUM IS 



The votes have been cast. Now it's time for the moment of truth 

In the end, our search for The PC ZONE Game of the Millennium turned out to be 
something of a two-horse race. As mentioned earlier, our panelists voted for a winner 
by ghfing their favourite game on the shortlist ten points and their least favourite one 
point Championship Manager 3 received top ma lies from Steve and Keith and high 
ones from Mark and Richie, but didn't do too well with everyone else. And, although It 
didn't get top martcs from anyone, Hidden & Dangerous did extremely well to come 
third with a highly respectable 81 points. 

The overall winner, though, was always going to be either System Shock 
2 or Half'Ufe- both games rating very highly and scoring very well from 
our judges. With 96 points, System Shock 2 had to maice do with second 
place - Half-Life scooping top honours with a sensational 1 1 1 points - 
seven out of our twelve experts voting it as their top choice. 

"I'm not surprised," said Macca upon dosing, "It excites me more ttian 
any other game I've ever played. You can see the potential - they have 
unlocked something with this." Chris was not completely convinced with the 
result, adding: "I was surprised that Half-Life won - System Shock 2 is a 
much better all-round gaming experience. I'm sure that if the readers were 
voting, Half-UfewouUi be the game they'd all choose too." 

"That's about right," said Andrew, "it's come first and second on 
Just about everyone's list" Except Keith's. But then, he was just frying to 
be clever. 

So there you have it Half-Ufe Is now the 'offteial' PC ZONE Game of 
the Millennium. If you havent played it yet, get out there and buy it No 
self-respecting PC gamesplayer shouM be without their copy of Half-Ufe, 
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With the introduction of unmetered, high-speed access, you'll soon be paying 
a flat rate for online gaming. Phil IVantf boggles at all the possibilities 




Looking up at the clock, you realise you've just 
spent the last three-and-a-half hours online. 
Before a long session of Ultima Online, you'd 
been clumping around a futuristic citadel in 
titanium armour, the mother of all machine 
guns clamped firmly under your right arm. 
Its incessant noise gave you a headache; its 
blistering heat curled paint on nearby walls. Fifty-three 
men and 11 women lay slaughtered as your monster 
tool spat its projectile death at their soft heads. You'd 
even killed yourse// six times by pulling out pins on 
grenades and then forgetting to let go afterwards. This 
had, of course, been highly embarrassing, but at least 
you'd murdered all the people who laughed. 

And now it's time for bed. The only trouble is, you 
can't help but have nightmares about the lumpiness of 
your games and the size of your phone bill. That's 
understandable. They're probably the two biggest 
encumbrances for the online gamer and, even today, 
with low-call rates and fast access, they're still spoiling 
the Internet experience. 



What would it be like if you had to pay a single, fixed 
fee a month for unlimited fast access, and could then 
spend the entire day playing low-ping, high-quality 
games with real morons instead of computer 
controlled ones? 



Well, seeing as that's just what's going to happen, 
we thought we'd take a look at the future of online 
gaming and how it'll affect you. With millions of people 
soon free to use the Internet as long as they like, 
whenever they like, life online is about to get very 
interesting, indeed. 



^The electronic battlefield 
is now very much a 
reality, with hundreds 
of gamers gathering 
together in one giant 
game arena, all ahle 
to Interact and fight 
oneanother99 
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THE FUTURE IS FAST 

With suDer fast, suoer cheaDiiiiternet access Available ^ 



some time early next year (see panel, New Ways To 
Get Connected), arcade fans will be rapturous at the 
improvements to their game. The electronic battlefield 
is now very much a reality, with hundreds of gamers 
gathering together in one giant game arena, all able to 
interact and fight with one another. Action titles will 
never be quite the same again. 

At the moment, latency (more commonly referred 
to as iag' or *ping') poses the biggest obstacle to 
games developers. Those of you who've played Unreal 
Tournament or Half-Life over the Net will be all too 
familiar with games that lurch along in fits and bursts 
and suffer curious side-effects where it feels as though 
your character is well beyond the legal limit to drive a 
car, let alone hold a sniper rifle. Click the mouse and the 
gun fires half a second later; jump to avoid someone's 
rocket and you end up a wet jigsaw of yourself on the 
balcony above. It's no fun. , 

But sign up to ADSL or Cable Modem and your 
troubles could be over. Both forms of connection allow 
permanent, unlimited access to the Internet - and at 




■• W . ^. -tJ^'^.^ * # 

arcade environments capable of supporting hundreds of players will soon be a reality. Pictured Is Quake Ilk 



huge connection speeds. ADSL, for example, will be 
capable of 512Kbps downloads and 128Kbps uploads. 
Cable provides similar, if a little more variable, 
connection rates. In terms of file transfer, and 
assuming a suitably fast server, that sort of bandwidth 
should allow you to grab a 1Mb file in less than 20 
seconds. Translate that to games, and suddenly you 
have the capacity to download entire new maps and 
levels in the blink of an eye. Playiuonster levels with 
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mm ONLINE 2000 




^BothADSLor 
Cable Modem allow 
permanent, unlimited 
access to the 
Internet -and at huge 
connection speeds^ 



' hundreds of players. Rich graphical environments with 
ambient sounds and complex animation. And, of course, 
higher bandwidth translates directly to lower latency, 
smoothing out gameplay and allowing you to walk 
and chew gum at the same time - smoothly, without 
stumbling or faltering. 

It also means you'll be able to use Voice over IP (VoIP) 
products to talk to your fellow gamers without interrupting 
your current game. If you need help defending the blue flag 
in Team Fortress Classic, you'll simply yell HELP! and your 
team mates will hear your dulcet tones in real time - no 
more letting go of the mouse to type adrenalised gibberish 
("ENMNEY INCMOJNMG TO FLGA!! !"). Current systems, 
such as Roger Wilco and Battlefield Communicator, do work 
- but on a 56.6Kbps modem the quality can be poor and the 
voice-data packets often cause the game you're playing to 
stutter as they up vital bandwidth. 



VoIP is already being planned for, or is already an 
integrated part of, titles such as FireTeam, Team Fortress 2 
and Tribes 2. This should greatly enhance teamplay aspects, 
as people will be able to continue playing uninterrupted 
and communicate vital information just by moving 
their mouths. 

THE FUTURE IS FULL 

What is arguably the best online game of all time, Ultima 
Online, doesn't boast bandwidth hungry fast action or 
to-die-for graphics. This means that the future for UO 
centres around a massive influx of new characters and the 
evolution of new lands, new towns and new skills. People 
who were previously afraid of mortgage-like phone bills 
will now be able to join one of the most engrossing online 
experiences for a fixed price tag. 

As from next Spring, anyone should be able to connect 
to Britannia and stay there for as long as they like. Since 
it's a Persistent State World (PSW), meaning it grows 
constantly both day and night, you'll be able to become 
a permanent feature. Your online persona will never be 
offline, and your fellow players will be able to see you 
dozing quietly in the room of an inn while you catch up 
on your email or put your feet up and watch the telly. 

That said, what people are talking about right now is 
Ultima Online 2. Developed to take advantage of the very 
latest 3D graphics technology, itll be something of a 




Want to organise your team? Don't type it, say it. Here we see a 
group of players stalking around a 5IV>ir J level. 



ONUNE ONLY: GAMES TO WATCH 



Believe H or not, online gaming Is still In Its Infancy. Developers have only |ust woken up from a ten-year-long slumber as to the possibilities 
of multlplayer mayhem over the Internet. Here we look at some of the titles you should keep an eye on over the next 12 months 
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Could the massive multiplayer 
world of EverQuest become more 
popular than Ultima Online 



EVER9UEST 

¥fww.even|iiest.com 
Alongside Ultima Online^ 
EverQuest \s reckoned to be 
the liest online RPG. Choose 
from 12 races, 14 classes, 40 
unique skills; collect thousands 
of Items, exptore five continents 
and other dimensions and 
planes; complete quests and 
learn spells. 




FIRETEAM 

\¥ww.fireteam.com 
Voted Online Game of ttie Year 
by countless publications and 
websites, ^refeain continues 
to gamer a massive amount 
of support from the online 
community. Essentially, It's a 
top-down strategy team game 
where you play as members 
of a SWAT squad. 



If you're an Ultima Online fan, 
you should know not to let the 
crappy graphics distract you. 



IRON WOLVES 

www.hMfwolfpack.com 
For something different, gh/e 
this top-rated multiplayer 
submarine simulation a whirl. 
Play as Commander of a U-Boat, 
Corvette, Tanker, or even a 
Destroyer. With the oceans 
soon to be populated by many 
more players, it'll become even 
more of a chalienga 




Take on some serious gangsters 
in this online-only SimCity 
look-a-like. 



LEGAL CRIME 

W¥fw.byteefichaiiters.com 
WHh the Intense, sinister feel 
of the old Bonnie and Clyde 
movie, Legal Crime puts you in 
the middle of '20s Chicago. 
Build a sprawling crime 
empire, gain control of the 
city and crush the other rival 
mobs - ail in real time over 
the Internet. 



Little-known multiplayer, team- 
based tank blast fanari/s will 
leave you reeling. 



TANARUS 

taiiaras.station.sony.coiii 
Sony's first-person tank 
shooter Is a real hoot - with 
lots of complex strategy. It 
should keep you occupied for 
hours. If you fancy a cross 
between Team Fortress Classic^ 
BatOezone and Tank Battle on 
the old Atari 2600, Tenants will 
be right up your alley. 
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gobsmacking leap forward from the 
chunky 2D visuals of the current UO. 
Details are still rather sketchy, but you 
can rest assured that, combined with 
the latest hardware, it'll be a must-have 
title for every RPG and strategy fan. 
There's even a rumour that high 
bandwidth users vydll be able to 
download chunks of the game 'on the 
fl/, meaning that the universe will 
constantly shape and adapt when you 
download new scenery, new textures, 
updated Al routines and special effects 
the moment they become available on 
the master server. 

THE FUTURE IS FAB 

Dedicated services such as Wireplay 
and Barrysworld will no doubt cater 
for the new group of high bandwidth, 
low-ping ADSL and Cable users. This 
means that the ultimate gaming 
experience will be in point-to-point 
connections. In other words, you dial 
in direct and hook up to their servers 
without the need for your data 
packets to go bouncing around the 
Internet. This means that you'll get 
lag-free games guaranteed every time. 

Of course, the possibilities stretch 
from here to eternity. Just as the 
Internet in general will benefit from 
faster, just plain better connection 
technologies, so will online gaming. 
And you can look forward to all this 
before the summer of next year. True, 
it's all down to BT to get their act 
together and roll out ADSL in good 
time, but rest assured it will happen - 
and there's always better offers from 
rival companies waiting in the wings. 
For example, check NTL's website 
for detail of their £40 a month 
permanent cable access available to 
you today. O 



PC ZONE 
GA M ES SERVER 

Get in on the online action and 
cause some serious carnage 









1 


We do Half-Life. Do you? 



Yes, folks, the PC ZONE Games Server is 
here to stay. Update your server lists in 
either Half-Life or Team Fortress Classic 
and get stucic Into some serious online 
action. We'll be there from time to time 
to Idck your arse, dent woiryL 



O More information at www.sillywarB.com/pcz 



NEW WAYS TO GET CONNECnO 



Fast access and unmetered calls are set to revolutionise the Internet and the future of online 




Recent announcements from BT and 
Telewest will revolutionise the way 
everyone connects to the Internet 
As from next Spring, the two 
telecommunications giants will no 
longer charge you by the minute to 
hook up to your ISP. Instead, you'll 
be charged a flat monthly rate for 
permanent access to the Internet, 
meaning you could dial on in tfie 
morning and disconnect last thing at 
night without having to pay a penny 
for the 15 or so hours you were on ttie 
phone. It's called unmetered access^ 
and It's the way America has been 
working for years. Here we look at 
some of the ways you can get online, 
and, more importantly, stay online in 
eariy2000. 

UNMETERED CALLS 

QWIth 

unmetered 
access and a 
decent 56.6Kbps 
modem, you 
should find that 
the time you 
spend online Is altogether less frantic. 
With round-the-clock connectivity at a 
single price tag, you can do wtiatever you 
like for as long as you like. 

What it Is 

BT recentfy announced it wouM 
introduce flat fee, unmetered access 
to the Internet According to the 
communications giant, their new 24/7 
access tariffs would cost £34.99 a 
month; daytime access from Monday 
to Friday would cost £26.99, and 
weekend/evening access wouM cost 
£6.99. The Campaign for Unmetered 
Communication (CUT), who have been 
on BFs case for years, were overjoyed 
at the announcement, but made it 
clear that they thought ttie price was 
too high. 

What we think 

Forget the price for ttie moment at 
least, the Idea Is long overdue. It has 
been argued by many people that 
metering calls (le the business of 
monitoring all communications with a 
view to charging you for them on a 
per-second basis) is actually more 
expenshre than the call itself. In the 
past, hosting a k>cal call was an 
expenshre affair, with BPs oM switch- 
based exchanges swallowing a fair 
amount of juice as they clunked, 
clicked and whirred. With the advent 
of ail digital exchanges, though, 
running costs have dropped to near 
zero. So with a high-spec Hayes 
Accura, BT itome iiighway or ISDN line, 
and for no more than £34.99 each 
month, you'll enjoy your online time 
more than ever before. But if you can 




afford it, and afford to wait, there's 
much higher bandwidth and faster 
rates Just around the comer. 

CABLE MODEM 

9 Capable of 
up to 1 .5Mbps 
download rates, 
cable modems 
match the power 
of commercial 
Internet lines. 
The downsides include bottlenecks at 
the exchange and a comparathrely 
miserable upload speeds (ie sending 
data to a server). 

What it Is 

A cable modem connects your PC to 
your ISP via a cable TV line. If you 
haven't got cable TV at home, or you're 
not in a cable area, you're out of luck. 
Cable modems cost around £150 (plus 
£20 Installatton) and are capable of 
downk>ading data at up to 1.5Mbps, 
around three times the rate of BFs 
proposed ADSL service, and more than 
50 times the rate of a 28.8Kbps 
modem. Upload rates are a lot less 
impresshre, ranging from a measly 
28.8Kbps up to 768Kbps, depending 
on your provider. 

What we think 

Cable flies aknig at a decent rate, is 
hugely reliable and very cheap - 
typteal costs are £40 a month for 24- 
hour, seven-day-a-week access, just 
like ADSL. It provkles fast connections 
and, in almost all cases, you'll be very 
chuffed with it for gaming. However, 
one downside of the system is that 
the average cable exchange has 
around 30Mbps capacity. This means 
that, the more cable users you have 
In the area, the less bandwidth you 
have for your connection. ADSL has 
the capability to expand across the 
country without causing bottlenecks 
at every cable provider. 

ADSL 



9 ADSL Should 
make a big 
impact on the UK 
Internet scene. 
Guaranteed rates 
and permanent 
connecttvtty 
mean you can join and leave games 
whenever you want, without any charge 
for the time you spend online. 



What it is 

Asymmetric Digital Subscriber Line 
(ADSL) is a new communlcatkMis 
technology that BT has been testing 
for some time. Download streams for 
the new ADSL service will be 51 2Kbps, 
around ten times the capacity of a 
56.6Kbps modem, and typical upload 
rates will be around the 128Kbps 



marie End-user price tag is predicated 
to be around £50 per month. 

ADSL has several benefits. First, it 
uses regular copper-wire phone lines 
for both voice ancf data transmittal. 
This means you won't need to have BT 
guys crawling over the outside of your 
home or up trees in your front garden. 
Second, it provides permanent access: 
once an ADSL line is live, it provides 
a constant data stream to the other 
end. Thirdly, It can provide up to 
8Mbps bandwidth, and isn't prone 
to bottlenecks as Is the case with 
cable-based equipment in areas 
with high user-to-modem ratios. 

What we think 

Bliss. ADSL provides round-the-ckx:k 
access to the Intemet without the 
need to connect and disconnect If you 
want to pick up your mall, your PC 
will already be online and thus will 
simply exchange data with your mall 
server and stay online. So you could, 
for example, choose to check for new 
messages every 30 seconds and It 
won't ever cost you more than £50 
a month. You can even host Internet 
games on your machine, with people 
connecting direct to you for their 
fun. So before buying a new modem, 
check with BT to see if your local 
phone exchange will be offering the 
ADSL service. 



BOOKMARKS 

Get unlimited online access 
w¥fw.lit.coni 

British Telecom makes £100 a second. 

Tick, tick, tick 

www.telewest.com 

Telewest don't But ttiat doesn't mean 

ttiey're crap 

www.keynote.com/measurBS/dsl/ 
ADSL versus Cable Modem 
comparathre performance chart 
www.cablemodemhelp.com 
Cable Modem Frequently Asked 
Questions (FAQ) 
www.adsl.com/faq.html 
ADSL Frequently Asked Questions 
(FAQ) 

www.ntl.co.uk/cablemodems/ 
NTL's unlimited access cable modem 



W¥fw.uo.com 

Perhaps the best online game ever? 

Sign up and decide 

www.barrysworid.co.uk 

May we Introduce Bairy the talkative 

Time Sprout? 

www.wireplay.co.uk 

Connect direct to Wireplay for super 

smooth gaming bliss 
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through 





Oh, and it plaj 



Not only is Dreamcast the most powerful console ever with a whopping great 128-bit 



processor, it's also the first with on-line capabilities. All you need is a TV and a phone to surf 



nd 



e-mail 




games as well. 




the web and e-mail from the comfort of your armchair. Plug and play - it's as simple as that. 



R.R.P.f 199.99. Free unlimited internet access chargecJ at local call rate. Sega & Dreamcast are either trademarks or registered trademarks of Sega Enterprises, Ltd. 



Dreamcast 

Up to 6 billion players 

www.dreamcast-europe.com 
Dreamarena 



INTRO 




Don't spend a single penny until you've checked out the ZONC reviews first - 



THE PC TONE GAMES SYSTEM 

This is tlie macliine we use to review new tities on. Our reviewers also 
use oider macliines to get an impression of gaming in tlie 'real' world, but 
this is what we currently consider the best 'value-f or-money' set up. As 
games become more demanding, the specs will change to reflect that 



At the heart of the machine is a 600MHz AMD 
Athlon processor. These babies are seriously 
scorching, optimised for 3D applications, so 
first-person shooters fly like you wouldn't 
believe. Faster Athlons are now available, but at 
the present prices, this is probably the best value for 
money of the family. The system bus runs at 20OMH2 (er. . . 
fast) so basically the whole thing is like a supercar with no 
brake pedal. 

Supporting the processor is a MaxiGamer Xentor 32 
from Guillemot, purveyors of all things graphic-y. Based 
on the TNT2 chipset, these RAM-packed beasties are 
designed to cope with the polygons, textures and special 
effects that those game developers insist on chucking at 
the screen. Guillemot have a new GeForce 256-based card 
in the offing, which we're hoping to upgrade to soon. 

Pionex have supplied the cases and 128Mb of PC100 
memory for the motherboard. For gaming, especially with 
RAM prices as they are at the time of writing, 1 28Mb is 
the optimum amount. The cases have plenty of room for 
expansion without taking up excessive space. Nifty floppy 
slot as well... 

^^^^^^^ Hard drive services are provided by 
^^^^^^^ _ the stunning 7,200 rpm. 20Gb 

I 




Maxtor DiamondMax Plus (from the 5120 family of drives). 
It's large and fast: plenty of room for full installs and quick 
to load games when you want to play them. 

Sound services are supplied by VideoLogic. The 
SonicVortex 2 card is a PCI device featuring Aureal A3D 2.0, 
ideal for gamers. The latest drivers are stunning, using the 
card's own chip to reduce the processing overhead on the 
CPU when calculating 3D audio. Aureal's API now handles 
not only sounds themselves but also their reflections: as 
you approach a doorway, you can hear sounds from the 
room reflected into the corridor Immersive stuff. 

VideoLogic also supply speakers fl'om the superb 
Scirocco range. We use primarily Crossfires for gaming - 
they may seem expensive, but you get twice the quality 
you pay for Four satellite speakers and a humungous 
subwoofer give pinpoint accuracy for 3D audio and bass 
meaty enough for the rumbliest explosions. We also use 
other speakers fl'om the range (the original Scirocco and 
new Scirocco Pro) for sound card testing. 

Guillemot's DVD Theater setup provides not only the 
ability to load games quickly, but also to watch DVD movies 
(essenfial for reviewing games - not) with its bundled 
MPEG decoder card. 

Peripherals are supplied by Microsoft, fl'om USB 
mice (top-notch for first-person shooters) 
ttirough the full force-feedback monty - 
joysticks and driving wheels - to the 
ubiquitous Sidewinder gamepads. 
^ Last but certainly not least are 

headphones from Philips (when 
the others in the office are 
suffering fl'om Scirocco overkill) 
and fabulous 17inch Brilliance 
monitors (107Bs). If you're used 
to the cheaper monitors typically 
bundled with new PCs, the crispness 
and stability of the image displayed on these 
comes as quite a shock. 





REVIEWS YOU CAN TRUST 

We at ZO/VE pride ourselves on telling you exacfly what we 
think. Our writers are the most experienced and talented 
reviewers in the business. They're all 
experts in their chosen genre and 
they won't pull any punches - if 
a game's not worth buying, 
we'll tell you why. But we 
don't leave it there. We also 
want to know what you think 
of the games that come out, 
which is why we've have our 
Feedback section on page 
1 1 8. This is where you get the 
opportunity to put your point of view into 
PC ZONE. If you've got a comment to make, then we want 
to hear it. 

CHECKTHE SPECS! 

The standard spec machine these days is a P233 with 
32Mb of memory - but before buying any game you need 
to make sure it will wori( on your system. Because the 
technical specs on packaging can sometimes be a little 
optimistic to say the least, make sure you check out the 
•We say' bit in our tech specs box at the start of reviews. 
This is where we report on what we think the minimum 
tech specs should be. If a game runs like a tortoise on the 
machine listed by the publishers, then we'll tell you. All the 
games reviewed are tested on the minimum-spec PC as 
quoted on flie packaging. 



WHERE TO CALL 

Having trouble finding any of ttie games listed in the 
reviews section of the magazine? Here are the 
numbers you need to call ^ 



Acclaim 0 1 7 1344 5000 • AdMsiOll 0 1 895 456700 • Anco 01 322 
i :^ • Blue Byte 01fi04 232200 • Codemastws 01926 814132 
• Cryo ori^f) 315550 •Efclos Interactive '(i363000» 
Electronic Arts 0 1 /'53 549442 • Empire Interactive 0208 343 
7337 • Europress ' 1 1 625 855000 • Gremlin Interactive 0114 263 
9900 • 61 Interactive 0208 222 9/( i , •Hasbro Interactive 0181 
569 1 ?■ 1 • Infogrames 0161 82/ 8000 • Interplay w'1 551 
4222 • Microids ^ i?incc) 00 33 146 01 54 ' • Microsofl0181 
242 100!; • Mindsca|ie01444 246333 • NovaLogic i /I 405 
1 777 • Rage Software 01 51 237 2200 • Take 2 Interactive 

•••■' /7;^n00»TH0014B3 76765OUblS0ft 1:1 • 
Zablacn 11)26 332233 
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we'll tell you which games you've got to buy, and which you've got to avoid 

I llllllllllllllllllllllliillll^^^^M 

I ^ iiiftil/ Here at ZONE we score every game out of 1 00. If a 
f-vlll" I llll /f game receives a score of 90 or above, it is awarded the 
/'(^ZO/Vf Classic award. These games are original, innovative, compelling and are 
worth buying even if you're not a fan of the genre. 






QUAKE III ARENA 




||||0# Games that score 80-89% get the /VZO/Vf Recommended 
OU O w #0 award. Games in this category are excellent examples of 
j j^Jl their type and, if you're a fan of the genre, they're well worth buying. 

7(10/ games that score between 70-79% has just missed a recommended award 
m %9 m %W /ll but don't ignore them. The score is well above average and that means you're 
getting a great title that's worth the investment if you're a fan of the genre. 

MimftOX Ganies that score in this region don't win any awards, but they're above 
WTP #0 average and well worth a loolc if you're not a fan of the genre though, they will 
probably offer limited long-term appeal. 

4 (KIX*^ These games are below average and you should really only consider parting 
with your cash if you're a big fan of the series or genre, or you happen to see 

it at a reduced price. 

0^ 4 Games that score under 20% should be avoided. They offer 

" I ^1 #11 little in the way of long-term appeal, can be frustrating, and 
deflniteiy aren't much fun. if a game is seriously bugged, then It will also 
fall into this category. You have been warned. 



H&D: FIGHT FOR FREEDOM 













HALF-LIFE 


AGE OF EMPIRES II 


SYSTEM SHOCK 2 


GRIM FANDANGO 








m 












FALCON 4 






CHAMPIONSHIP 
MANAGER 99/00 


ULTIMA ONUNE 


1 UNREAL 
1 TOURNAMENT 
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Fat Lucy gets up close and personal with some unwilling opponents. 




7{tl||IIIIIEIIIiUEtU 




Flags in space - one 
of the four GIF levels 



O £44.99 • Activision • Out now 

Fast and intense, this game redefines 
hardcore. Daye Woods is convinced 
there's nothing else that comes ciose to 
its heart-pounding speed and action 



TECH SPECS 



MINIMUM SYSTEM Processor l ; 33 Memory ( 4Mij I AM ALSO REQUIRES 8Mb 

3D card WE SAY As long as you've got a PII-350 and a decent graphics card you're 
laughing, txjt ISDN or cable modem if you can afford it 




Doom, Quake an^ Trinity. 
That was the way it was 
supposed to be, but id 
Software dropped a 
bombshell in 1998 
when they announced that Trinity 
was no more. The excuse that 
was trotted out was that they 
wanted to concentrate on the 
multiplayer side of the game - 
what they saw as the core 
ingredient and the action that 
hardcore gamers were after. 



SECOND OPINION 



I MARK 'BENNY' HILL 

Despite being hooked on ttie multiplayer test 
demo, I was quite sceptical when I saw Dave 
I playing the single-player game. It didn't last long, 
though, and I was completely hooked once I tried It myself. 
Having saM that, anyone who doesn't have a LAN connection 
and plenty of friends to play with will only get half of the 
experience. The lack of single-player team play means that 
Unreal Toumamenf \usX about edges it 




Qual(e III Arena is the result, 
and if you've played the test or 
demo versions of it, you'll know 
what to expect, id have honed 
deathmatch down to the basics, 
and if you like your action fast, 
frantic and totally reaction- 
dependent, then this is the game 
you've been praying for. 

Despite the fact that it's best 
played against real people, Quake 
III Arena isn't strictly multiplayer- 
only. In addition to being able to 
practice on any level in straight 
deathmatch or team modes, 
and capture the flag across four 
specially-designed levels, Arena 
also provides a 'tournament' with 
30 different Al bots to fight against, 
spread across eight different tiers 



containing 26 unique levels. 
Some are small and self- 
contained, others are more 
complex architectural affairs. 
Progress further and you find 
a few experimental platform- 
driven arenas packed with huge 
areas of space ready to swallow 
you up if you make a false move 
or get too close to the fallout 
from a rocket blast. 

WEAREIUROCORE! 

You can't progress until you've 
cleared each tier, but you can play 
any of the levels in any order and 
on any of the different skill levels: 
I Can Win, Bring It On, Hurt Me 
Plenty, Hardcore and Nightmare. 
This is a definite nod towards the 
new player, but it only serves to 
take out any sense of progression. 
In Unreal Tournament, you have to 
face ever-increasing levels of skill, 
and the end result is that you get 
better at playing the game, while 
in Quake III you can start off on 



nightmare level, get panned and 
keep dropping until you sail 
through every level on I Can Win. 

What you should do is play 
on Hurt Me Plenty. This poses a 
challenge for the competent 
player - and if you find you're 
winning fairly easily, you can 
always up the ante. If you can 
beat the one-on-one levels that 
complete each tier on Hardcore, 
you can join our team any day 
of the week. If you're not good 
enough for the Hurt Me setting, 
you should just set up individual 
practice levels with bots, and go 
at it until you're ready to take on 
the best id can throw at you. 

As with Unreal Tournament, 
the Al is supert), with bots picking 
their own weapons of choice, and 
quickly turning on you if you start 
to snipe with the railgun. Each bot 
is also supposed to have its own 
personality, and this does become 
evident, although only in minor 
ways. Some characters play very 
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To appreciate ttie 
reflective armour, you 
need to see this bloke 
running around. It 
looks awesome. 





u're not looldngfor a single-player, story-driv 
extravaganza, and you're liappier playing with others 
than alone, then this is the first-person's finest hour 



defensively, backing off and 
shooting, others get in your face, 
even if you're armed with a rocket 
launcher. Wound bots and they 
run off and seek health, and even 
on the most complex levels, they 
can navigate their way through 
the various platforms and jump 
pads without committing suicide 
- something you won't be able to 
boast until you've played each 
level a fair few times. 

But, as far as team play goes, 
the bots in (/Tjust about shade it. 
They play in a more realistic way, 
and we never noticed patterns of 
behaviour being repeated. 

CHECK THE VIEW 

Graphically, Quake ///is spot on. 
If you've played the test or demo 
versions, you'll know how slick the 
engine is and how much better the 
character animation is over any of 
its rivals - /yfincluded. What you 
won't have seen are some of the 
extra characters included in the 



full package, including the eyeball 
on legs, and the generous 
waistline that's attached to Tank 
Junior. There's also an updated 
Doom character, and each one has 
its own sounds and animations. 
Some of the later levels also 
show off the infamous curved 
architecture to the full. And if you 
think that Quake ///is still too dull, 
then you should check out some 
of the lighting effects that were 
missing from the test version. 



There's no denying that Quake 
///is a superb game. Ultimately, 
what you want to know is whether 
you should spend your money on 
this or Unreal Tournament. The 
cop-out answer is that you should 
buy both. Despite the similarities 
between the two games, there 
are a lot of differences. 

Unreal Tournament otters more 
depth of play and is also superior 
in other ways: the alternate fire 
mode, cool-looking weapons and 



the sniper rifle all add up to a 
superb experience. It might not 
have come up with anything that 
hasn't been played on the Internet 
before, but Assault, Domination, 
Last Man Standing and InstaGib 
all offer more variety than Quake 
llts straight deathmatch or CTF 
play. However, out of all Unreats 
variations, straight deathmatch 
and CTF are the only ones you're 
likely to come back to again 
and again, with the exception O 




FEELING HORNY? V ~ 






Tool up and take on the Homed Reaper 

There are loads of characters to choose from ^^^H^ 
in Quake III, but how about this: someone at ^^^B 
Bullfrog has designed a Homy plug-in which ^^^B 
enables you to select and play as the Homed ^^^B 
Reaper from Dungeon Keeper 2. Not only that, ^^^H 
but it was sent to id, who duly animated and ^^^K 
put sound to the finished model. Very cool. 





SPEEDFREAK 

Quake III is the fastest 
deathmatch game you 
can buy 

Gone are the cumbersome lifts 
and ladders from the previous 
version - In their place are 
Bounce Pads and Accelerator 
Pads. Bounce Pads propel 
you straight up in the air, 
Accelerator Pads throw you 
in a predetermined direction. 
When you're up in the air you 
can control the movement 
of your character and direct 
him/her wherever you want to 
go. The combination of the two 
means that you can always 
follow your opponent without 
having to wait ten minutes for 
the lift to come back down. It 
might take a bit of getting used 
to, but it's a superb additran. 
Believe it 
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m REVIEWS 



Quake ///piles the gore on. 




Reactions. That's what it's about. 






A QUICK 
PiCK-ME;UP 

Quake Ill's new power- 
ups and storable items 

FLIGHT PACK 

£ Contrary to 
^gf^ anottier 
^1^^ magazine's early 
^ exclusive, id 
haven't dropped the Flight Pack 
from the finished game. It crops 
up in multiplayer mode, and it's 
a great way to avoid jumping 
from platform to platform. 

TELEPORTER 

Mgrx Pick up one of 
*^H^ these and you 
t \ can store it to 
use in a sticky 
situation. Hit your acth/ate key 
and you're instantly transported 
to a random area of the map. 

REGENERATOR 

The business. 
Grab this and 
charge: your 
health and 
armour graduaily increase until 
they reach 200 per cent. You 
can stili take damage, but tf 
you hide you recover quickly. 

BATTLE SUIT 

Fancy taking a 
»j ■ dip in lava? Just 
get one of these 
on first The 
Battle Suit also protects you 
from slime, drowning and other 
hostile conditions, including 
splash damage from weapons. 





\9 of the superb InstaGib Mutator. 

Quake III, on the other hand, is 
faster, and the engine is mucfi 
slicker. And only one game has the 
railgun. If you like your action fast 
and intense, this is definitely the 
one to go for. There's nothing else 
that comes close for speed and 
heart-pounding action. 

If, however, you want more 
depth in a single-player game 
and you don't mind your action 
marginally slower, UT is your baby. 

WOT. NO BUGS?! 

But, aside from the fact that Quake 
III is a bloody good game, there 
are other issues which should be 
addressed. Despite having played 
the game 24/7, we haven't found 
any bugs. And after some of the 
trash we've had to review recently, 
this smells sweet. How have id 
been able to do it? Easy. For the 
past six months the whole world 
has effectively been beta testing 
Quake III, and at the same time 
having a laugh for free. If other 
developers took the hint, we might 
not have to put up with bug-ridden 



atrocities or engines that can only 
generate 5fps as soon as they 
leave the developer's machine. 

Despite this praise there are 
two big problems with the game. 
To play Quake III Arena as it's 
supposed to be played, you need 
access to a network or a fast 
Internet connection. You can play 
single- player until you're blue in 
the face, but it can't touch the 
thrill of going online and smacking 
real humans, especially if you 











If you could choose one weapon to take to a desert island... 



works brilliantly for a first release 
and the ping times are better than 
any other game on the shelves, 
the game is still too fast to work 
adequately through a 56K modem. 
The same criticism can be levelled 
at any FPS, but as this game is 
the fastest, the ping times are all 
the more crucial. ISDN, cable 
connections or the promised 
Utopia of ADSL will solve the 
problem for good and usher in a 
whole new era of gaming, but 



^For the past six months the whole world has 
effectively been beta testing Quake III, and 
at the same time having a laugh for f ree^ 



know them personally. Don't bleat 
to us about having a Freeserve 
account, because you know it's 
not going to work. It might not cost 
you any money bar the price of a 
local phone call, but play Quake III 
Arenathrough Freeserve 's choked 
servers and you get your arse 
kicked by that old adversary, lag. 

We also tried it with a faster 
pay account, and although it 



SECOND OPINION 



I CHRIS ANDERSON 

I never had high hopes for Quake III, It always 
j sounded like It was going to be Quake //without 
I the single-player game. But having played it, I have 
to admit I'm hugely impressed with the deathmatch levels. 
They are easy to pick up and play and so will appeal to gamers 
new to multi-player shoot-outs, perhaps more so than Unreal 
Tournament which is hectic from start to finish. Having said 
that, I still prefer UTs colourful graphics and the weapons 
are 'cool and neat' as many /Unericans will no doubt attest. 
My verdict? (/Twins, but not by much - in fact, it would be 
fair to say it couldn't have been closer. 



unless you've got a cellar full of 
change, you're not going to be able 
to afford the exorbitant charges. 

SINGLE SADNESS 

The second major criticism we've 
got of Quake III Arena is the lack of 
a single-player game. If it had a 
storyline to match the engine, 
we'd probably be looking at the 
best game ever. As it is, the Quake 
///engine is likely to be licensed 
out by the bucketload, and sooner 
or later someone's going to come 
up with the next Half-Life. We'll 
have id to thank when that 
happens, but it smacks of laziness 
and penny-pinching that they 
won't do it themselves. They say 
they haven't got the time or the 
resources to develop a mission- 
based game alongside the engine, 
but that smells of cow dirt. Are 
they trying to tell us that with the 
amount of cash they've got rotting 
in the bank they couldn't draft in 
the best storytellers and mission- 
based level designers that money 



can buy? Because if they are, 
we're not buying it. 

But forget about these niggles. 
If you're not looking for a single- 
player, story-driven extravaganza, 
and you're happier playing with 
others than alone, then this is the 
first-person's finest hour. No other 
game delivers the feeling that 
Quake ///does: the feeling you get 
when you're being chased, with 
your last few points of health, 
and you snatch the railgun, hit 
an accelerator ramp and spin in 
mid-air to nail your assailant 
between the eyes. This is what 
Quake ///is all about. That and 
grabbing your rocket launcher, 
immersing yourself in the cool 
blue of Quad Damage and going 
on a rampage, clearing the arena 
of all and sundry - twice if 
anyone's foolish enough to 

UNREAL TOURNAMENT (GT 
Interactive, £34.99) This is the 
other title doing the business at 
the moment. As good as Quake ///in 
lots of respects, and better in others. 
Slower, with more depth and 
excellent bets. «;z#81,90% 

HALF-LIFE (SieiTa, £34.99) Until 
someone takes the Quake ///engine 
and produces the next masterpiece, 
this is the single-player game to buy. 
Our game of the millennium and 
deservingly so. PCZU^^ , 95% 

HALF-UFE: OPPOSING FORCE 
(Sierra, £19.99) If you finished our 
game of the millennium, don't worry, 
because the official mission pack is 
here and it's almost as good as the 
original. Play the other side and 
relive the experience. PC7#85, 85% 
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More action than your average John Woo film - and twice the fun. 



respawn before your 20 seconds 
of fame have elapsed. 

Some people may disagree 
with the fact that we've given UT 
one per cent more, but the fact is 
Unreal Tournament din6 Quake III 
are both superb and the gaming 
community is probably going to 
be split down the middle when it 
comes to preference. The fact that 
you're spoiled for choice is superb 
and remember, if you want speed, 
Quake ///is still the fastest and 
best pure multiplayer deathmatch 
game you can buy. [k3 



PCZVEBDICT 

G UPPERS The best 3D engine ever • 
Super-fast pure deathmatching • 
Loads of characters • Excellent Al • 
Superb level design 

O DOWNERS No single-player missions 
• You need a /'asflnternet access or 
network to get the most out nf it 




A vital purchase and 
the fastest game 
can buy 



SECOND OPINION 




I RICHIE SHOEMAKER 

Quake III Arena is truly a beautiful thing. Detailed 
architecture, fluid character movement, fast 
I relentless action - the purest deathmatch 
experience you'll ever have. Personally speaking, though, the 
game laclcs variety - especially In single-player mode. If you've 
never been a (?iiailrefan, there'll be little here to convert you. 
Unreal Tournament is certainly a safer choice and, if you're 
going to buy one of these titles, malce It that one. 
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NO HOLDS DARRED 



A first-person shooter is only as good as tlie weapons it leaves lying 
around. Quake ///doesn't disappoint. Did you really think it would? 



GAUNTLET 




It's almost impossible to 
execute a kill with this glove- 
cum-saw blade, which is 
why you're awarded a 
gauntlet medal for each 
kill you achieve with it. 
Humiliation booms out of the 
recipient's speakers. 

MACHINE GUN 




Sprays bullets around with 
gay abandon. It's no good 
against any of the bigger 
weapons, so you should only 
chase someone with this 
if you know they're short 
on health. 



RAILGUN 




The weapon of champions. 
There are loads of weapons 
ina(/ai^e///butthisisthe 
one that counts. Master the 
railgun and you're a master 
of the arena, it's as simple as 
that. There's no sniper rifle, 
but you can use zoom mode 
with any of the weapons. It's 



most effective with the 
railgun, but it's a clumsy 
alternative to training 
yourself to pick out the 
spot between the eyes at 
a hundred metres. Use the 
zoom, and a practised 
railgunner who doesn't 
will beat you every time. 

SHOTGUN 



grenade launcher, run 
backwards and leave a few 
head-mashers in your wake. 

ROCKET 
LAUNCHER 





Disappointing after the Quake 
//favourite. It still does the 
damage if you can get in 
dose but it's useless as a 
long-range weapon. 

PLASMA GUN 



The weapon of choice for 
most people. It still feels right 
- and although there's less 
rocket Jumping in Quake III, 
you're still going to have this 
in your hand most of the time. 

LIGHTNING GUN 




Probably the best Doom 
weapon makes a welcome 
return to the party. Lethal 
at a distance or in close. 
Just watch you don't 
melt yourself. 

GRENADE 
LAUNCHER 




it k)oks distinctly 
unimpressive in your hands 
but it unleashes a frazzling 
bolt of lightning that you 
can keep trained on your 
opponents. Practise is the key 
here, but bots are deadly so 
try to keep them away from it 

BFG 10K 




Someone chasing you? Don't 
want them on your tail? Just 
turn a comer, whip out your 



It's not an area -effect 
weapon any more, which Is 
a shame. But If you can hit 
your opponents with the 
deadly plasma bolts they'll 
die in pain. Hard to find and 
very easy to use. 




Just the right setting for a brand new Airport. 




1. .iSS 



and Telstar Electronic Sludio 



e trademarks of Take 2 Intcractiv 



The ultimate management 
simulation. ..in 3D! 



B trademark of Krisalis Softw 



(, Developed by Krisalis SoHware Ltd. 




LEMANS 

24 HOURS 



O £39.99 • Infogrames • Out now 
Steve Hill has actually been to Le Mans, 
which isn't why we gave him this 



TECH SPECS 



MINIMUM SYSTEM Processor Memory 3?MI) RAM ALSO REQUIRES 4Mb 3D 

Accelerator card WE SAY A P450 with a 1 2Mb 3D card does the trick 



A car race that lasts for an 
entire day might sound 
like the dullest thing on 
earth - and by and large 
it is. The Le Mans 24- 
Hour event is inordinately tedious 
- an experience made bearable 
only by large quantities of alcohol, 
an array of life-threatening 
fairground attractions, and 




sporadic sightings of the near- 
legendary Hawaiian Tropic girls. 
As for the race itself, the initial 
flurry of the start soon gives way 
to lap after lap of monotony, with 
the drama that dah^ness brings 
tempered by the fact that it 
becomes even harder to follow. 

At no point does anyone really 
have a clue what's going on, and 
ultimately you might as well be 
listening to it on the radio in the 
comfort of your own home. The 
actual finish is more of a blessed 
relief than a genuine celebration, 
and most spectators return home 
with a distinct feeling of gloom. 
Not great, then. 

As opposed to the game which, 
as the number in the corner 



confirms, is highly recommended 
for purchase. Unlike the race, 
it's an enjoyable and exciting 
experience that holds your 
attention throughout and leaves 
you hungry for more. So how have 
they gone and done that? Well, 
firstly, you don't have to go to 
France. And secondly, it doesn't 
have to take all day, although this 
isn't out of the question. 

PROPER 

Le Mans 24 Hours is what is 
known in the trade as a 'proper' 
racing game. That is, you actually 
have to have some semblance of 
skill to succeed, or even to stay 
on the track. It's not just a case of 
holding down the accelerator and 
sliding around at your leisure, as 
tracks have to be learned, brakes 
have to be used, and manoeuvres 
executed to perfection. And it's all 
the better for it. 

To set anything like a decent 
time, you have to be absolutely 
on the money for the entire lap. 
One injudicious stab of the brakes 
can send you west, undoing all 
your previous hard work. This 
really is seat-of-the-pants stuff, 
particulariy in the heat of a race, 
and individual skirmishes can last 
for several laps. There is a real 
feeling of being involved in a race, 
and seeing the flicker from the 
headlights of the car behind is 



enough to have your sphincter 
contracting in an irregular fashion. 

While not quite matching 
Grand Prix Legends levels of 
difficulty, Le Mans is a slippery 
little beast to pin down, and initial 
attempts will have you grinding 
your teeth in frustration as you 
slither your way to last place. It's 
the challenge that makes it so 
rewarding, though - and Sega 
f?a//y this isn't, with powerslides 
costing valuable seconds as 
opposed to gaining them. 
Although it's more than worth 
sticking with, as the rewards are 
manifold, and clinching your first 
championship points, for instance, 
provides a moment of celebration. 

OPTIONS 

You want options? Le Man 24 
Hours has more options than any 
man could reasonably expect. The 
arcade challenges are probably 
the best place to start, offering a 
chance to get used to the handling 
and the tracks. And two proper 
championships are also available, 
namely sprint and endurance, the 
latter often necessitating pit stops. 
Rather than simply selecting 
your favourite-coloured car, the 
championships wort< in a unique 
fashion, with manufacturers 
approaching you to drive their 
vehicles. Cleariy, as a rookie, only 
the most desperate will offer you a 
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IE RUNS 24 HOURS REVIEWS IHZ_| 




That's a well-buffed helmet. 



Still no sign of the Hawaiian Ti^opic girls. 



drive, but it you manage to put in a 
few decent performances tfie big 
boys will inevitably start hovering. 
And if you're having a decent 
season, it's possible to have four 
or five offers on the table. Before 
you make your decision, you can 
even test the prospective cars to 
see if you fancy them. Holding out 
for the best drive is one ploy, 
although it's often worth taking 
what's there, as offers can be 
withdrawn as quickly as they are 
made. This pseudo-career mode 
works extremely well, letting you 
cut your teeth on the slower cars 
before moving up the ranks. While 
hardly rocket science, its simple 
inclusion adds a huge amount of 
depth and incentive to the game. 



24-HOUR PARTY PEOPLE 

We still haven't mentioned the Le 
Mans section. But, even without 
it, this would be an excellent 
game, but the inclusion of the 



and day works brilliantly, with 
some real drama kicking in as 
the sun sets and the lights come 
on. Fuel levels and tyres become 
crucial, with weather often 



^This is seat-off-the-pants stuff, particularly 
in the heat of the race, and individual 
skirmishes can last for several laps^ 



24-hour race elevates it to the 
status of something you should 
seriously think about buying. 
Playable over 12 minutes, 24 
minutes, one hour, two hours, or - 
yes - 24 hours, this is the piece de 
resistance oi the game, recreating 
the event in some style. Even over 
shorter periods, the cycle of night 



affecting your race plan. It's 
certainly a commitment, and 
while we've yet to take on the 
full 24 hours, the one-hour option 
proved perfectly playable. 

Le Mans might be just another 
racing game, but it's one that 
you will return to time and 
again. For those without regular 



employment, it can go a long way 
towards bridging the gap between 
instalments of The Jerry Springer 
Show. And you can't ask for much 
more than that. O 



PCZVEBDICT 

O UPPERS Superb driving model • 
Loads of options • Challenging 
yet rewarding 

O DOWNERS No visible daniage to 
cars • Commentary from TV's Tift 
Needell • Bland French scenery 
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Iwenty-f our carat 



TOGA 2 (Codemasters, €14.99) 

Extreme attention to detail make this 
one for car buffs everywhere. 

PCZ #76, 82% 

NEED FOR SPEED ROAD 
CHALLENGE (Electronic Arts, 
£39.99) A host of authentic 
vehicles, and some major law- 
evading action. PCZ#80, 76% 

BREAKNECK (THQ, £29.99) 

Extremely fast, but a little cartoony 
for some tastes. PCZ #78, 72% 

MOTORHEAD (Gremlin Interactive, 
£39.99) Old but gold, this is still 
worth a look. PCZ #63, 75% 




The idyllic English countryside. Lush green fields, grazing 
sheep and lots of fresh air... 
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PUNESCIIPLTOIMENT 




PLANESCAPE: TORMENT 




O £39.99 • Interplay • Out Now 

in this RPG from the malcers of Baldur's Gate, 
you get to piay a character more dead than 
aiive. Andrew Wright }Nas the perfect choice 



TECH SPECS 



MINIMUM SYSTEM Processor P200 MMX or better Memory 32Mb of RAM ALSO 

REQUIRES 4Mb video card. 650Mb hard disk space SUPPORTS DirectX, EAX sound 
WE SAY Pentium II 300 or better with 64Mb RAM essential. 2Gb of hard disk space 



fantasy RPG fans. Forgotten 
Realms - as used in Baldur's 
Gate - is the archetypal fantasy 
world where magic users, 
clerics and fighters take on 
elves, goblins and dragons. 
And always win. 

Planescape is another, but 
this time it's an angst-ridden 
world centred on Sigil, a city full 
of portals to different planes of 
existence. As settings go, it's 
an intensely atmospheric, doom- 
laden and very adult world, 
strictly for the die-hard pen-and- 
paper brigade. An understanding 
of alignment and the different 
factions in society is just as 
important as weapon skills and 
hit points. 

CHANGING THE RULES 

Torment lakes place in this 
decaying Planescape universe 
but, while it uses the same 
graphics engine as Baldur's Gate, 
albeit radically improved, and the 
same D&D-derived rules, it's a 
totally different game. Everything 
has changed, from the plot to the 
whole look and feel. 

In Torment you take on the role 
of an immortal amnesiac human 



Baldur's Gate, the surprise 
RPG hit of 1999, offered 
a glimmer of hope for 
frustrated role-playing 
gamers fed up with the 
standard PC adventure game 
fare, with its two-dimensional 
bitmapped monsters and two- 
dimensional blundering plots. 
Developers Black Isle had 
cracked it, with a fluid plot, wide 
choice of party members and 
hundreds of screens full of 
monsters and magic. 

To the hardcore pen-and- 
paper brigade, it was just basic 
hack-and-slash stuff, but to 
those with a hankering for a 
good Dungeons & Dragons-style 
adventure, it was something else. 
The good news is that Black 
Isle's next title, Planescape: 
Torment, makes Baldur's Gate 
look like a re-run of a '70s soap. 

TSR, publishers of the original 
D&D rules, provide several 
different campaign settings for 
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being, the Nameless One. You've 
just been resurrected on a 
mortuary slab and, while you've 
no memory of how you ended up 
here, it quickly becomes clear 
that it isn't the first time you've 
been there. 

7orme/7f reflects the 
Planescape setting wonderfully 
well. The graphics are chilling 
and broody, especially the indoor 
scenes and the mortuary. The 
scenery itself is much more 
complex than in BG, thanks to the 
upgraded engine, with plenty of 
overhead structures, animated 
objects and some massive 
monsters like demons and 
golems, each several times the 
size of a human. The characters 
are all beautifully-animated with 
dozen of different routines for 
handling each weapon or object. 
For example, after a fight, your 
hero will hoist his warhammer 
over his shoulder while other 
characters will sheath swords 
and so on. The spell animations 
are nothing short of spectacular, 
and with somewhere near a 
hundred to choose from, 
you're unlikely to get tired of 
them too quickly. 

Despite these entirely 
pre-rendered backgrounds, 
the character animation can 
be a little jerky on a minimum 
spec machine, especially when 
there are more than a handful 
of NPCs in play and some 
locations can get 
a little confusing 
when the overhead 



structures obscure the 
background. Otherwise the 
scenery is magnificent. 

USE AND ABUSE 

The user interface is different to 
BGs with more actions more 
readily available, although some 
things like the quick weapon and 
spell slots aren't nearly so easy 
to access without keyboard 
shortcuts. As well as the standard 
character information bar along 
the bottom of the screen, a single 
right mouse click brings up a 
second floating toolbox from 
which you can quickly choose 
which skills or items to use in 
any situation. 

Because Planescape: Torment 
is such a huge and extremely 
complicated adventure, it's vital 
to be able to keep track of what's 
going on. Your 'journal' is 
automatically updated when you 
meet interesting characters or 
take on new quests, 




and they're all recorded for 
posterity so that if you forget 
who someone is, a quick browse 
through your journal will tell you. 
There's even an index of names 
and player characters. More 
importantly, you can also update 
your own maps by adding notes 
and comments, something you'll 
have to get into the habit of doing 
if you want to progress. 

ON A ROLE 

Torment oilers a radically 
new and intriguing method of 
character development. Instead of 
deciding what character you want 
to play, your character develops 
according to how you play the 
game. Okay, you still allocate 
points to the six main D&D 
character abilities or 'stats', but 
where you go from there depends 
as much on your playing style as 
anything else. In Torment your 
character improves his skills by 
using them. Sneak around a lot 
and you'll become a better thief. 
Thunder into situations with 
your fists -or any other 
weapon - and your 
character will become 
a hard-nosed bruiser 
that other people step 
quickly around. 

The clever bit is that 
your character's 
personality really does 
make a differ r?nce to the 
game's outcome as the 
people you meet and 
interact with will treat you 
differently according to the 



rUNESUK: TORMENT 




The noating toolbox gives fast access to your skills and weapons. 





but you will ( 



to beg, steal or borrow. ■ The detailed, atmospheric Indoor graphics are a massive improvement over Baldur's Gate, 



way you play. If you have 
a low or modest charisma and you 
threaten the individuals you come 
across instead of charming them, 
you'll often get no co-operation at 
all. On the other hand, some 
characters will be so scared of you 
that they'll tell you all as soon as 
you approach them. 

I played one game as a thug 
with average stats - moderate 
charisma, strength, etc - and 
found it ten times harder to 
persuade a particular non-player 
character to give up an item. And 
in a later game, as an intelligent 
would-be magic user with higher 
charisma, I had the item in my 
backpack after two or three 
rounds of dialogue. This has 
the same dialogues, different 
options but it's always amusing, 
intelligent and, for a change, 
superbly well-written. 

You can have up to five others 
in your party and they will all 
behave in character. In other 
RPGs and games like BG, if two 
party members didn't get on they 
would simply refuse to join up. 
In Torment they will bicker, fight, 
prevent you questioning a third 



party, or even go berserk and 
attack people you want to be 
friends with. You don't even 
know their class or alignment 
at first - all ground-breaking 
stuff where computer RPGs 
are concerned. 

FINAL FANTASY 

Baldur's Gate's 'traditional' 
fantasy setting and logical if 
rather linear plot made for a 
good adventure game, but lacks 
any real role-playing element. 
Tbrmenf reverses this completely. 
There's even more emphasis on 



monsters, vile creatures from the 
other planes, and cleveriy-created 
player and non-player characters, 
each with their own axes to grind. 

The Planescapemr\(} won't 
be to everyone's taste but it 
does provide a rich role-playing 
environment where nothing is 
quite what it seems and nobody 
is really on your side. There are 
no knights in shining armour 
in Planescape, just animated 
corpses, streets full of thugs, 
thieves and villains every which 
way you turn. Londoners will feel 
right at home. 



^There's a real sense of doom and decay, 
yet the characters still seem alive and 
realp even in a world of undead monsters^ 



plot, but the accent is on role- 
playing and not hack-and-slash 
gold-grabbing. 

Where Baldur's Gate was 
ghosts and goblins, swordplay 
and spells, Planescape is another 
worid completely. There's a real 
sense of doom and decay, yet the 
characters still seem alive and 
real, even in a worid of undead 



There's no multiplayer option 
in Torme^f either, although this 
isn't really surprising, given the 
nature of the game and a main 
plot based on a single character 
Other human party members 
would just get in the way. More 
to the point, the non-player 
characters and other prospective 
party members offer such 



intelligent dialogues and actions 
that there'd be no real gain in 
adding multiplayer support. 

THE END IS NIGH 

The character descriptions and 
dialogues are well-written and 
cleveriy handled, and you're 
offered enough options when 
talking to them that the 'right' 
question or answer isn't always 
immediately obvious. True, the 
second or third time you play the 
game, you know what to say to 
get your experience points, 
although you're still never quite 
sure whether any particular 

BALDUR'S GATE Onterplay, 
£34.99) Already an RPG classic, 
Baldur's Gate is a mammoth hack- 
and-slash adventure that uses 
the D&D system and supports 
multiple characters. PCZ #73, 85% 

DIABLO (Blizzard, £9.99) An earlier 
hack-and-slash RPG, but one with a 
multiplayer element and fantastic 
non-stop action. PCZ #48, 88% 



character is offering a nice easy 
quest or whether he or she is 
simply a pointless red herring. 
It's not perfect but, in many ways, 
Torment is still light-years ahead 
of other RPGs. 

Without a doubt, this is the 
best true role-playing game on 
PC to date. Its level of complexity 
and intelligent plot knocks Baldur's 
Gate into oblivion and gives RPG 
fans a real taste of what PC 
games could really deliver in the 
coming year or two. In terms of 
sheer depth, intelligence and 
atmosphere. Torment is state-of- 
the-role-playing-art. [S 



P G ZVEBDICT 

O UPPERS Atmospheric graphics • 
Well-designed interface • Chilling 
animations and clever dialogue 

O DOWNERS Slow load between 
screens • Single-player mode only • 
Unfamiliar fantasy setting 
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Being a zombie has 
never been this 
much fun 
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IRIDBHIE'SZ 



<^The game's 
inadequacies 
are legion, but 
surprisingly it is 
always playable 
and, for some 
reason, vaguely 
addictive 




O £29.99 • Activision • Out now 

RIcardo 'Tltbbs' Shoemakerbreaks out in 
'80s nostalgia. The sad tit... 



TECH SPECS 



MINIMUM SYSTEM Processor P2J3 Memory 32Mb HAM ALSO REQUIRES 400Mt) 

Hard drive space and DirectSD -compatible 3D accelerator WE SAY Solid if unremarkable 
performance on minimum specs 



The original Interstate 76 
was something of a cult 
classic when it first 
appeared three years 
ago. Mixing up mission- 
based driving and automotive 
combat, it included the funkiest 
soundtrack ever heard in a game 
and 3D engine cut-scenes that 
were rich with 70s flare. It wasn't 
the most beautiful game in the 
world - in fact, it looked pretty shit 
if you didn't have a monster PC. 



adds next to nothing to the 
gameplay. Apparently, you can 
actually take out other drivers and 
nick their car, but we found it 
impossible to do so and exiting 
your vehicle invariably means 
you'll be run over within seconds. 
Although the Al is actually very 
good, with drivers using their 
weapons intelligently, the 
handling of the cars feels 
completely at odds with reality. 
Get your car stuff in a rut and you 



INTERSTATE '82 




lur mission is to 'Destroy attacking Dickies', in reference to your 
lemy, who's called Rank Dick - which is, of course, hilarious. 



Las Vegas is jam packed this time of year. ^ 



e fire effects are pretty neat, as are ttie evening missions, 



INTERSTATE 76 (Acthrlston, £9.99) 

Interstate 76 may be getting on a 
bit, but it's a better game ttian its 
sequel in almost every way - and it's 
also cheaper. /%Z#64,70% 

DRIVER (GT Interacthre, £34.99) 

Similar mission-based driving, again 
resurrecting '70s cool. The best 
mission-based driving game you 
can get PCZ#82,80% 




There are 3D engine cut-scenes, but the story is mostly told through FMV. 



But looking back, it was one of the 
most original PC games of its day. 

You'd have thought then that a 
sequel, with updated graphics 
and more of the same gameplay, 
shouldn't be too hard to get right. 
Perhaps if Interstate 77 was that 
sequel, we might have cause to 
get excited. Unfortunately, as 
you may have already guessed, 
Interstate '52 is the sequel, and 
like the early part of the decade in 
which it is set, it's all a bit of a 
mess. It would be far too easy to 
deride the game for its electro- 
pop soundtrack, its badly-dressed 
characters or bad jokes. In fact, to 
do so would miss the point. But 
where 176 ms actually cool and 
occasionally funny, r52is just 
forced and a little sad. 

URBAN DECAY 

While the original game was set 
solely on the dusty empty roads of 
the American south, I'SZs first 
mission chucks you into the urban 
sprawl of Las Vegas. Nothing 
wrong with that you may think, 
but you would expect more than 
four cars on the road, at least a 
few that may have better things to 
do than try and take you off it. 

Basically, most of the missions 
involve eliminating other drivers, 
with the odd race against time 
thrown in for good measure. If 
your car is close to packing up, 
you can roll out the door and run 
around on foot. This new feature 
sounds good but in actual fact 



may find your car rolling uphill. 
Land on your roof and the car 
will automatically flip over, an 
intentional oversight it seems, 
thanks to self-stabilising gyros 
in the door handles. 

We could go on depreciating 
the game's poor representation of 
scale, the sparse and repetitive 
textures and the lack of any water 
effects, but we won't. The game's 
inadequacies are legion, but 
surprisingly it is always playable 
and, for some reason, vaguely 
addictive. Although the way in 
which you can upgrade your car 
doesn't feel as well handled as 
in 176, the fact you can do so is 
enough to keep interest levels up. 
However, the simple fact is that 
Interstate '52 is not as good as 
its predecessor, a three-year-old 
game at a third of the price. 
Shocking, but true. [IE] 



liaVERDICT 

O UPPERS Fairly intelligent Al • You 
can steal cars and listen to '80s 
music • Think a cross between 
Quake an6 Driver... 

O DOWNERS But, unfortunately, it's 
nowhere as good as either • ColourtuI 
but primitive graphics • Poor handling 
and car physics 



53 



Interstatei^ns 
will be hugely 
disappointed 
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Large & Loud Internet Gaming 





TOP S.cr.t cc«-.u,.i<r.* TO *11 »i*i-n ' "•n,.rou. Op.r.tiv..: 

^ ^r^^ „onr earlier victories, Campaign H.Q. are 
AS a reward for your ^"^^^^ campaigns comprising 

hereby issuing new "Zl your men against 

nine deadly missions. P'^^P^^^ ^° ^° pj^^^ and France, then 
advancing German forces in ^^^^^^ ^he mountains 

deploy troops against -^^^^^ J^^.^J^^irai your disposal 

ojrdrn^re%;:-rpqfsrri^ 




stay hidden. Remain dangerous, 
Message ends 




'The game of this tlAR 
suddenly got better"' 



ill 
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HIDDEN &DIINGEIIOIIS: FIGHT FOR FREEDOM 



HIDDEN & DANGEROUS: 

HGHT FOR FREEDOM 



O £1999 •Take 2 •Out now 








"That's torn It!" 






Cut-scenes show graphics engine's versatility. 



The final episode against Greek communists is a let down. 



Secret agent Dick Cobbler, alias Richie 
Shoemaker, goes behind enemy lines, behind 
the scenery, then falls through the floor 



TECH SPECS 



MINIMUM SYSTEM Processor P 1 bb Memory 1 6Mb RAM ALSO REQUIRES 4Mb 3D 

card and a copy of Hidden & Dangerous, obviously WE SAY A P233. at least 32Mb RAM 
and plenty of fiard drive space required 



Offering up more bugs 
than a seedy New York 
apartment, Hidden & 
Dangerous shortcomings 
have been very well 
documented over recent months 
by your caring, sharing PC ZONE. 
For those who have played 
through its mix of behind-the- 
lines tactics and first-person 
WWII action, there can be few 
who have failed to witness such 



imbecilic troops falling through 
the scenery at choice moments, 
or floating in mid-air seemingly 
unbound by the laws of physics. 
Then there are those missions, 
where as if attacked by some 
deadly virus, soldiers would 
keel over and die for no apparent 
reason. The thing is, now 
some six months and three 
patches since its first release, 
Hidden & Dangerous remains 



almost as bugged as the day 
it first appeared. 

You would have thought then 
that this mission pack for the best 
tactical shooter available would 
finally clean up those unwanted 
glitches we've had to live with 
for so long. Wrong. Freshly- 
installed and just minutes into 
mission one, two highly-trained 
British commandos expired while 
exiting a stationary vehicle. Soon 
after, I found my first floater. 

rrOOESNT MATTER 

For all its faults, however. Hidden 
& Dangerous remains one of the 
best damn games ever made, 
and Fight For Freedom does 
nothing to diminish this accolade. 

With nine new missions split 
across three campaigns, your 
hand-picked team start out 



outside a German airfield in 
rainy Poland - and your mission 
is to rescue a British agent 
and steal a ride home in an 
experimental Nazi bomber 
Geographically, the first 
is a huge mission, 
with loading times 
reminiscent of a 
Spectrum game and 
Hidden & Dangerous 
being what it is - 
difficult - restarts are 
common as you 
gradually get to grips 
with each level and its 
stock of enemy troops. 
Consequently, with most 
of the subsequent missions 
equal in size, you'll have plenty of 
opportunity to stock up on Doritos 
and coffee. 

Although graphically updated. 
Fight For Freedom is more striking 
for its new vehicles, notably a 
hulking great tank, as well as a 
clutch of extra weapons culled 
from American and Russian 
arsenals. Agreeably, each weapon 




for the sequel for some decent 
head-to-head multiplayer options. 
Fight For Freedom offers more 
than enough for fans of the 
original game. If, however, you 
preferred the tactical edge of 
Rainbow Six or Rogue Spear, 
you'll find little here to sway your 
opinion. Quite simply, Fight For 



^For all its faults, Hidden & Dangerous 
remains one of the best games ever made^ 



sounds distinct and you'll soon be 
able to pick out what is being fired 
at you. More importantly, however, 
is the fact that the missions are 
just as varied, if not more so, than 
in the original game. Again, we are 
treated to some wonderful cut- 
scenes. And, although the tactical 
interface could have done with an 
overhaul, and we will have to wait 



PCZ VE BDICT 

O UPPERS Bigger missions • More 

weapons and extra vetilcles • Updated 

grapfiics and better sounds 
O DOWNERS Still buggy and 

occasionally dumb • Long loading 

times for some missions 



Freedom is more of the same 
brilliant and bugged gameplay; 
purely a set of extra missions that 
adequately cover the final months 
of WWII - which we won. [13 



70 



Still bugged, but 
still brilliant 



HIDDEN & DANGEROUS (Take 2, 
£34.99) Not so mucfi a consideration 
as a necessity. Because you'll need 
tfiis if you don't want to look a tit 
asking for a refund. PCZ#79, 91% 

COMMANDOS AMMO PACK (Eidos, 
£29.99) If you fancy more strategic 
WWII action in a C&C flavour, this 
double pack should do the trick. Hard, 
but more than fair. NOT REVIEWED 

ROGUE SPEAR (Take 2, £34.99) 

Less bugged and tactically superior 
to Hidden & Dangerous, the 
modern-day Rogue Spear\usX isn't 
as much fun. PC7#84,86% 
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Welcome to the definitive buyers' guide for all discerning PC gamers. The games that grace 
these pages represent the hest titles across all genres. Check here for regular updates 



This is the new PCZONElop 100. Within it you will find 
the best games you can currently buy for your PC. All the 
games here deserve a place in our illustrious Top 100 
as we go to print, but that could all change next month 
when newer titles come in and older games receive new 
ratings to reflect where they stand in the great scheme 
of things. Shrewd buyers will always check here first 
before parting with their money. 

Benchmark titles are the games 
that you simply must have if 
you are a fan of the genre. They 
are considered by the PC ZONE 
team to be absolute classics 
and should be bought without hesitation. All new games are compared 
to their genre's benchmark title when they are reviewed. Bear this in 
mind before writing into Mailbox complaining that the latest 3D shooter 
didn't automatically get 90 per cent; check here first to see what it's up 
against! Additionally, all games in that genre will receive a new rating 
every time a new benchmark title comes along. 




NEWENTRY 



' In the wonderful world of PC 
gaming, new titles come in every 
month that are often better than 
some of the games in the Top 100. When this happens, they will gain 
their rightful place in the Top 100, and a lesser title will drop out to 
make room for it. 



If a game in the Top 1 00 is available on 
budget, it will be tagged accordingly. 
Games that are lower in price than other titles in their genre do not 
necessarily receive a new score to reflect this. The latest score the 
game received will still apply; it is up to you to decide whether or not 
the game is worth buying at its new price point. 



GAME OF 
THE MOMENT 

These are the games currently 
residing on iwr hard drWes 









CHRIS 


SYSUMSH0CH2 









OPPOSINGFORC[ 



UNREAL TOURNAMENT 







MARK 


SWAT3 




Under the new ZONE scoring system, new games will 
have to be pretty spectacular to receive this award. 
They will have to take their genre to unprecedented 
new heights, and represent a major step forward for 
PC gaming. As you can see from the PC ZONE hall of 
fame on page 65, there are now very few titles that 
can justifiably be described as PC ZONE Classics. 
This trend will continue across all genres. Generally 
speaking, all ZONE Classics are must-have titles 
(the benchmark title being the definitive game of the 
genre), but that does not mean you should discount 
games that score SO-i- per cent. We consider all 
recommended titles to be excellent examples of their 
genre, and you should only dismiss them if the subject 
matter is not to your taste. Classics, on the other hand, 
are games we think will appeal to everyone who likes 
that particular genre. There will not be many of them. 
When we say a game is a classic, we mean it! 
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KZ«71*95% 

O It's over a year old, but that 
doesn't detract from the fact 
that Half-Life is still probably 
the best game you can install 
on your PC. Taking the first- 
person shooter as its starting 
point, Half-Life redefines the 
genre with an engrossing 
story, cracking atmosphere and 
some of the best Al ever coded. 
PUBLISHER Sierra 
• 0118 9P09100 

UNREAL TOURNAMENT PCZ #81 • 90% 

O Played over a network or the Internet, Unreal Tournament \s more 
than a match for Quake ll's multiplayer, with a combination of well- 
designed maps and diverse gameplay. The single-player mode might 
be too short, but it's still going to be more than a challenge for most. 
PUBUSHER GT Interactive • 01 71 258 3791 

ALIENS VS PREDATOR PCZ «77 • 87% 

O It might not be the best, but it's definitely the scariest FPS you can 
buy. Aliens Vs Predator \s also the only game that offers three distinct 
ways of playing through the game, so if you're looking for a solid 
single-player blast this provides excellent value for money. 
PUBLISHER Lloctronic Arts • 01 7b3 549442 

QUAKE II: QUAD DAMAGE PCZ #59 • 86% 

O The sequel to 'the most important PC game ever' turns out to be 
more than worth the wait. Single player might be a let-down, but if 
you've got access to a nehA/ork or fast Internet connection you'll be in 
heaven. Now available as a pack with all the official mission packs. 
PUBLISHER Activision • 01895 456 700 

THIEF: THE DARK PROJECT PCZ #72 • 84% 

O Forget about going in with all guns blazing. Thief \s set in medieval 
times and the object of the game is to fill your pockets with treasure 
without being caught. The fact that the guards can hear you coming 
means that you've got to learn new tactics to get out alive. 
PUBLISHER Hdos • 0181 636 3000 

SHOGO:MODILE 

ARMOUR DIVISION PCZ #71 • 81% 

O Half Quake, half MechWanior, this game breathes fresh air into a 
stale genre. Great graphics and an involving storyline, its only faults 
are iffy AI and the fact that it's a bit too easy for hardcore Quake fans. 
PUBLISHER Microids • 00331 4601 5401 

KINGPIN: UFE OF CRIME PCZ #77 • 80% 

O This controversial title should be talked about for its excellent 
gameplay and graphics rather than its violence and swearing. 
Because, quite frankly, that side of the game was s***. We still stand 
by the game though - it's "classic adult entertainment". 
PUBLISHER interplay • 01628 423666 

SIN PCZ #70 •80% 

O Releasing Sin at the same time as the vastly superior Hatf-Life 
was commercial suicide. But you can now bag this title for less than a 
tenner, which gives you the perfect excuse to find out just how good it 
actually is. No classic, but an excellent game in its own right. 
PUBLISHER Lidos • 0181 636 3000 

JEDI KNIGHT/ 

MYSTERIESOFTHESITH PCZ#74« 77% 

O As a double pack, this ageing 3D shooter and its expansion disc 
represents outstanding value for money. Dated graphics, but the level 
design is superb and the missions are some of the best ever made. 
PUBLISHER LucasArts/Activision • 01895 4567000 

REQUIEM: AVENGING ANGEL PCZ #77 •75% 

O It might have a daft storyline, but playing an angel sent down to 
rid the Earth of the fallen gives you the perfect excuse to indulge in a 
spot of angelic mayhem. When challenged, just say that Gkxl told you 
to do it. And smile benignly. 
PUBLISHER Ubi Soft • 0181 844 9000 



AGE OF EMPIRES II 





PCZ»84*90% 

O It might not be radically 
different from the original, but 
sometimes evolution is just as 
good as revolution. In Age 2, 
gameplay has been honed to 
perfect with balanced units, 
and strong single and 
multiplayer campaigns. Forget 
the hype of Tib Sun and enjoy 
this classic RTS instead. 
PUBUSHER Microsoft 
• 0345 00 2000 



CIVIUZATIONII: TESTOFTIME PCZ#00* 89% 

O A game that lives up to its name. Civ //is probably the oldest game 
in the Top 100 that will still be around in years to come. Turn-based 
and 2D, it offers unlimited replayability and depth. One of the few 
games that everyone should own. 
PUBLISHER Hasbro • 0181 569 1234 

HOMEWORLD PCZ #82 • 85% 

O Homeworld6e\\\iers the dream of millions of PC strategists the 
worid over: a fully three-dimensional strategic experience. The vast 
expanse of space is the battleground, the hundreds of ships at your 
command the weapon, and the only limits are your imagination. 
PUBLISHER Sierra •0118 920 91 00 





IMPERIUMGilUCTiCAII 



PCZtf85*83% 



yr|A|ryTpY space expansion and empire building has 
11 L Iff Lll I nl never looked so good. The depth of a turn- 
based strategy game with the immediate action of real time, plus a 
great interface and tutorial, so you'll know your way around in no time. 
PUBUSHER GT Interactive • 01 71 258 3/91 

C&C: TIRERIAN SUN PCZ #81 • 82% 

O Perhaps not as stunning as one might have hoped after a three- 
year wait, Tit)erian Sun is nevertheless a truly great game. Pushing 
the Command & Conquer genre to its limits, it offers PC strategists 
immense depth, detail and variety. 
PUBLISHER Flectronic Arts • 01 753 549442 

TOTAL ANNIHILATION PCZ #56 • 82% 

O With a ridiculous number of units and unrivalled pace, the original 
TA still stands head and shoulders above more recent efforts. No 
story to speak of and weak single player, but still, for a tenner, no-one 
should be without a copy. 
PUBLISHER GT Interactive • 01 71 258 3791 

DUNGEON KEEPER 2 PCZ #79 • 81% 

O Dungeon Keeperwas a great idea. DK2 takes the essence of the 
original game, corrects all the mistakes, vastly improves the 
graphics, and takes the excellent concept introduced by its 
predecessor to the next dimension. 
PUBLISHER Electronic Arts • 01 753 549442 

STARCRAFT PCZ #64 •80% 

O still one of the most popular games online, StarCra/f offered three 
distinct races and one of the most involving stories yet seen in real- 
time strategy. It may look a bit old nowadays, but it runs like a dream 
if you're still doggedly hanging on to your P90. 
PUBLISHER Sierra • 01 1 8 920 91 00 

WARZ0NE2100 PCZ#75« 78% 

O The first proper 3D real-time strategy game to actually be any 
good, this sci-fi effort offered almost unlimited variety thanks to a 
semi-dynamic campaign and masses of research. Might take some 
getting used to, but it's worth the effort 
PUBLISHER Eidos • 0181 636 3000 

POPULOUS: THE DEGINNING PCZ #70 • 75% 

O The original Populous was the game that put Bullfrog into ort)it 
and made Peter Molyneux one of the biggest names in the industry. 
Now Peteriess, the new Bullfrog team show that they can do just as 
well without him. 

PUBLISHER ElecUonic Arts • 01 753 549442 
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PCZ08O*93% 

O Definitely one of ttie most 
compelling, original and 
disturbing games to hit the PC, 
System Shock 2 mixes role- 
playing, action and adventure 
into one. Play it in the house 
on your own with the lights 
off to prove how hard you are. 
In short, it's a title that's 
absolutely indispensable. 
PUBLISHER Electronic Arts • 
01753 549442 



FINAL FANTASY VII PCZ #66 • 88% 

O Fearsomely addictive gem of a game of truly epic proportions. 
Great graphics, plenty of hidden surprises and massive levels will 
keep you totally absorbed if you forgive the risible dialogue and 
turn-based combat. 

PUBLISHER Eidos Interactive • 0181 636 3000 

BALDUR S GATE PCZ #73 • 85% 

O With every developer 'going 3D' these days, it's refreshing to find 
an old-school RPG that combines traditional D&D role-playing with 
sumptuous 2D graphics. Baldur's Gate is intelligent and involving in 
equal measures. 

PUBUSHER interplay • 01628 423666 

FAU0UT2 PCZ #71*83% 

O Does exactly what it says on the tin. Twice as big as the original, 
but utilising the exact same engine. If you liked the first game, you'll 
love this - not twice as much, but certainly for twice as long. A real 
life-sapper and one of the best RPGs money can buy. 
PUBLISHER Interplay • 01628 423666 

LANDS OF LORE III PCZ #74 • 80% 

O Westwood know how to tell a good story, and this latest in the 
series is the best of the lot. Combine that with ease of use and some 
highly polished artwork, and you'll find LOLIIIa great alternative to 
more traditional RPG efforts. 
PUBUSHER Westwood/EA • 01 753 549442 

DIABLO PCZ #48 •78% 

O standard hack 'n' slash fare, but pulled off with such style that 
it's addictive. A great storyline compensates for repetitive arcade 
combat and supremely detailed animation makes it a superb 
coffee-table game. A budget bargain. 
PUBLISHER Zablac/Blizzard • 01626 332233 

KEVENANT PCZ #84 •78% 

O Imagine a blend of Diablo an6 Baldur's Gatean6 you've got 
Revenant. It might have a trite and cliched storyline, but that doesn't 
detract from a highly competent role-playing game, with real-time 
combat and refined graphics. 
PUBUSHER Eidos • 0181 636 3000 

SILVER PCZ#75«75% 

O If you've finished Final Fantasy W/and you're looking for more of 
the same, S//i^er could fit the bill. Excellent combat and some truly 
spectacular spells help disguise the fact that it hasn't got an ounce of 
the imagination that makes the fF games so good. 
PUBLISHER Infogrames • 0181 738 8199 

RETDRN TO KRONDOR PCZ #76 • 72% 

O It wasn't worth the five-year wait, but Return To Krondohs an 
entertaining romp nevertheless. The turn-based combat is well 
executed and the gaming environment is huge, involving and 
atmospheric. Cool music as well... 
PUBUSHER Sierra • 01 1 8 920 91 00 

DARKSTONE PCZ #85 #70% 

O Darkstone stBrts off inauspiciously, but persevere and things 
start getting a lot better. Masses of spells and skills brighten up a 
reasonably attractive landscape, and we don't think you can ask for 
much more than that. Can you? 
PUBUSHER Electronic Arts • 01 753 549442 



GRIM FANDANGO 
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PCZ #71 •90% 

O If you've followed LucasArts 
through Monkey Island, Sam & 
Max and Day Of The Tentacle, 
this is a must-buy. Sublime 
graphics and genuine humour 
ensure it's a classic. A word 
of warning: it's bloody hard 
and if your mind doesn't wort< 
laterally you'll be playing it 
until the day you die. 
PUBLISHER LucasArts* 01 71 
3682255 



DISCWORLD NOIR PCZ #79 • 89% 

O Although the point-and-click adventure genre is dying. Discworld 
Noir '\s very much alive. It's darker in style than previous Discworld 
games, and is all the better for it in our opinion, particularty if you're 
not a fan of Pratchett's off-the-wall humour. Don't miss it. 
PUBLISHER GT Interactive • 01 71 258 3791 

INDIANA JONES AND THE 

INFERNAL MACHINE PCZ #84* 88% 

O LucasArts move away from the point-and-click genre and into 
Tomb /?a/c/er territory for the latest Indy outing. Thankfully the 
adventure elements are still in place in this whip-cracking romp. 
PUBLISHER Activision • 01 895 456 7000 

THE NOMAD SOUL PCZ #83 • 87% 

O Distinctly odd, but also refreshingly original, The Nomad Sou/ is a 
huge, intricate wortd populated by lap-dancers and (gulp) David 
Bowie. At turns adventure, beat 'em up and platformer, it's insanely 
ambitious and almost pulls it off. 
PUBLISHER Eidos •0181 636 3000 

NOCTURNE PCZ #84 •86% 

O Why would you pay good money to be scared? Because it's damn 
good fun that's why, and if you find the average PC game laughable 
then we dare you to sit through /Vocft/me with your curtains drawn. 
It's a beautiful exercise in computer-generated fear. 
PUBLISHER Take 2 • 01 753 722 900 



MESSIAH 



PCZ #85 •85% 



yrilf ryypy Shiny's wonderful shooter features a chubby 
RLII lR I IIT cherub, but also whores and gratuitous 
swearing. As Bob, under-age agent of God, you must possess 
people's bodies and, like a good Christian, kill everything in your way. 
I Interplay •01 628 423666 



TOMB RAIDER: 

THE LAST REVELATION PCZ#83 85% 

O Lara's back in her fourth (and best) adventure so far. More moves, 
better looks, intricate puzzles and a well-developed plot. It's not 
going to win over the cynics but it's still a damn fine game. 
PUBUSHER Eidos Interactive • 0181 636 3000 

RESIDENT EVIL II PCZ #75 • 82% 

O Not quite as attractive as it could have been. Resident Evil II 
remains one of the most tensely gripping adventure games of recent 
years. A modicum of simple puzzles, offset by liberal and gratuitous 
gore make for top entertainment. 
PUBLISHER Virgin • 01 71 368 2255 

MONKEY ISLAND 

DOUNTY PACK PCZ #74 • 80% 

O Monkey Island 1 and 2 are pertiaps the finest point-and-clickers 
ever to grace the PC. The third outing may have been disappointing, 
but it would be a sin to exclude it from this excellent triple pack. 
PUBUSHER LucasAns/Activision • 01985 456 7000 

SAM&MAXAND 

DAY OF THE HNTACLE NOT REVIEWED* 78% 

O Two of the finest adventure games in the worid ever are now 
available in a single pack for a bargain price. They still match most 
titles that are released today so go and buy them. Now. 
PUBLISHER LucasArts/Activision • 01985 456 7000 
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COLIN MCRAE RALLY 









FALCON 4 




PCZ«68*91% 

O Sporting an updated 
TOCA engine, Colin McRae is 
still the benchmark in rally 
simulations. Realistic handling, 
car customisation and stacks 
of multiplayer options keep it 
ahead of the competition. The 
fact that it's now available as 
a budget title makes it an 
absolute steal. 
PUBLISHER Codemasters 
• 01926 814132 



MIDTOWN MADNESS PCZ #79 • 89% 

O Drive around Chicago participating in races, annoying the police, 
or just cruising around. Not quite Grand Theft Auto 3D, but just as 
much fun, this is definitely the best all-out arcade racer you can 
currently buy on PC. 
PUBLISHER Microsoft • 0345 002000 

MOTOCROSS MADNESS PGZ #67 • 85% 

O An astoundingly addictive game. Loads of game and race options 
and tremendous fun, especially when played with a Microsoft 
Freestyle Pro pad over a network. Available with the pad for around 
50 quid. A must-buy. 
PUBLISHER Microsoft • 0345 002000 

RAUY CHAMPIONSHIP PCZ #84* 82% 

O Close but no McRae. That was the verdict from the boy Hill on this 
new racer. It looks fantastic and the on-screen Ordnance Survey map 
is a nice touch, but it's let down by some poor camera angles and 
unnecessarily solid obstacles. Ouch. 
PUBLISHER Actualise • 01 625 85501 5 

TOCA 2 PCZ #76 • 82% 

O Predictably, Codemasters have done it again. More cars, more 
tracks and the same stunning attention to detail make TOCA 2 an 
essential purchase for petrol heads. Graphically it may not be a 
massive improvement, but gameplay-wise it most certainly is. 
PUBLISHER Codemasters • 01926 814132 

MONACO GRAND PRIX PCZ #69 • 81% 

O Essentially this is F1 Racing Simulation 2, and an F1 fan's wet 
dream come true. It looks beautiful, plays even better, and the 
Al is second to none. You need a hefty machine to have it looking 
its best though. 

PUBLISHER Ubi Soft • 081 944 9000 

DRIVER PCZ #82* 80% 

O Criticised for lacking the depth of Midtown Madness {Vt\\s is a 
PlayStation conversion after all), this is still a good game. A pumping 
70s soundtrack helps to recreate that 'Starsky and Hutch' feeling. A 
wheel, an afro haircut and a false moustache are of course essential. 
PUBLISHER GT Interactive •0171 258 3791 

SEGARALLY2 PCZ #84*79% 

O Not as good as hooking up with five of your mates down the local 
arcade, but this is a damn good conversion of a damn fine game. 
Forget realism and concentrate on flinging your car round the track 
as fast as you can. Who needs depth when racing is this much fun? 
PUBLISHER Sega • 01 81 995 3399 

CARMAGEDDON II PCZ #69 • 77% 

O It's ttiat game again, this time with full 3D pedestrians. More 
blood, more cars, more tracks - and now with added missions. If 
you liked the first game, you'll love this one. If you don't, you can 
just bog off. 

PUBLISHER SCI • 01 71 585 3308 

NEED FOR SPEED: RC PCZ #80 • 76% 

O Need for Speed lans will have their wants fully satisfied with Road 
Challenge, the latest addition to the series. The real clincher for 
driving games is their feel, and this one feels so good it's obscene. 
Not a revolutionary leap in the series but definitely the best one. 
PUBLISHER Llectronic Arts • 01 753 549442 
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PCZ #72 •92% 

O We waited patiently for 
years, and for once we weren't 
disappointed. Falcon 4 sports 
beautiful 3D-accelerated 
graphics and a dynamic 
campaign structure that leaves 
the competition standing. If 
you're going to buy one flight 
Sim, make it this one. You won't 
be disappointed. 
PUBLISHER MicruProse 
•01454 893893 



F-22T0TALAiRWAR PCZ #68* 89% 

O This full-price new version of DID's masterpiece is pertiaps a bit 
of a rip-off for anyone who already owns F-22ADF, but those of you 
looking to buy one of the greatest combat sims of recent years should 
seriously consider this one. 
PUBLISHER Ocean/DID • 0161 832 6633 

F/A 18E SUPER HORNET PCZ #83 • 88% 

O tf you like your flight sims to be realistic with a great big huge 
capital 'R', then look no further. In fact this game is so lifelike, the 
US Navy have adopted it for promotional woric and ground-based 
familiarity training. Watch out for friendly fire. 
PUBLISHER ntus Software • 01 71 700 21 19 

MIG ALLEY PCZ #80 -87% 

O MiG Alley qms hardcore flight simmers' pHoting skills a run for 
their money, but don't be put off. If you're willing to put in the wortc, it 
will repay you with excellent in-flight graphics and brilliant mission 
planning elements. 

PUBLISHER Empire Interactive • 0181 343 7337 

APACHE HAVOC PCZ #73 • 85% 

O Of the three main chopper sims available, Longtx)w2 \s the one 
if you're a hard-core sim head. Team Apache is the choice for fans 
whose preference swings the other way, and Apache /yai'oc straddles 
the gap. And the graphics are to die for. 
PUBLISHER Empire Interactive • 0181 343 7337 

FLIGHT UNUMITED III PCZ #82 • 86% 

O For all those who enjoy the experience of flying for its own sake 
rather than an excuse for blasting other flying things to bits, this is 
(along with the Flight Sim series) an object of worship and devotion. It 
deserves high praise. 

PUBLISHER Electronic Arts • 01 753 549442 

FLANKER 2.0 PCZ #85 •86% 

II rm rilTHV Hardcore pilots with a taste for Yank blood 
IlL If lN 1 11 1 need look no further. Extremely hard to fly. 
but very rewarding. Flanker 2.0 recreates the real thing in minute 
detail. Hours of practice are needed before you go off shooting stuff. 
PUBLISHER SSI • 01 293 651 300 

TEAM ALLIGATOR PCZ #85 • 84% 

y rUf ryTny Helicopter sims are rare, but when they do 
Nl WW lN I n I come they are usually supert). Team Alligator 
doesn't quite surpass the cheaper Apache/Havoc, but has beautiful 
graphics and feels great to fly. The best Russian chopper sim around. 
PUBLISHER GI Interactive • 01 71 258 3791 




FUGHT SIM 2000 



PCZ #85 •80% 



y r III ryTpV Not a huge step forward from Flight Sim 98, 
IlL If lR I If I but still the choice of millions of high-flyers. 
There is a price to pay for its incredible looks, however - you'll need a 
NASA PC to run the thing. Expect a load of expansion packs to follow. 
PUBLISHER Microsoff 0345 002000 

JANrS WORLD WAR II HGHTERS PCZ #72 • 83% 

O It's been a fierce dogfight to see who rules the WWII flight sim 
skies. Jane's combines realism with accessibility and ease and, 
although the game doesn't have a dynamic campaign feature, its 
graphics make it a clear winner. 
PUBLISHER ElecUonic Arts • 01 753 549442 
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FIFA 2000 
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PGZ#04*B8% 

O The FIFA franchise has 
been rolling on for years, and 
It certainly gets better each 
time. Although it missed a 
classic rating by a whisker, it's 
still the best conversion of the 
finest sport known to man. If 
you're into your football, then 
you should own FIFA 2000. It's 
as simple as that. 
PUBUSHER Electronic Arts 
•01753 549442 



SUPREME SNOWBOARDING PCZ #85 • 86% 

y rUf ryTpY Snowboardlng is not a sport you'd expect to 
IlLlff Lll I nT captivate a PC audience, but this game gives 
as exhilarating an experience as you could hope for without breaking 
a leg. All the streetwise attitude you'd expect is here, of course. 
PUBLISHER Infogrames • 0181 738 8199 

NBA U VE 2000 PCZ #85 • 83% 

y riif ryTny as sIIcK as always, but what makes the 2K 
IlL W lIi I If I edition special is the inclusion of teams from 
the 1950s onwards, comedy haircuts etal. Not quite as immediate as 
Inside Drive, but a more complete simulation of the sport all round. 
PUBLISHER biectronic Arts • 01 753 549442 

NBA: INSIOE ORIYE PCZ #82 • 82% 

O While not exactly the most popular sport in this country, Inside 
Dr/Ve manages to suck you in with its supreme playability. Its 
presentation is not quite up to EA standards (what is?), but when the 
gameplay is this good, who cares? 
PUBLISHER Microsoft • 0345 002 000 

PGA CHAMPIONSHIP GOLF PCZ #80 • 82% 

O Knocking Links off the office golfing perch is no mean feat, but 
PGA's gameplay is so addictive all other contenders can tee off. Our 
very own Keith Pullin took the entire summer off to design his own 
courses for it. But he has got a hole in one in the head. 
PUBUSHER Sierra • 0 1 1 8 920 9 1 00 

VIRTUAL POOL 2 PCZ #58 • 82% 

O Okay, so Virtual Pool 2 scored one per cent less than its 
predecessor, but this follow-up beats it hands down. 3Dfx support 
goes some way to pushing the series further, and the inclusion of 
English Pub rules make it a more essential purchase than before. 
PUBLISHER Interplay • 01628 423666 

JIMMY WHITrSCUEBALL2 PCZ#68« 81% 

O The finest snooker simulation on the PC. Chalk your cue and take 
on the PC or your mates, and when you're tired of the baize you can 
move round and have a go on the fully featured darts board instead. 
Saves going down the Working Men's Club 
PUBUSHER Virgin Interactive • 01 71 368 2255 

ACTUA SOCCER 3 PCZ #72 • 80% 

O If you can't get on with FIFA, then Actua is the second port of call 
for footie fans. It plays a faster game and there's a good range of 
options and a huge number of teams to play against, which helps to 
maintain its shelf life. 

PUBLISHER Gremlin Interactive • 01 14 273 8601 

BRIAN LARA CRICKET PCZ #75 • 78% 

O Cricket isn't the easiest game to convert to the PC but 
Codemasters have done the best job, despite the fact that Brian has 
obviously been ported straight over from the PlayStation. For aspiring 
country-dwellers everywhere. 
PUBLISHER Codemasters • 01 926 814132 

NHL 2000 PCZ #83* 77% 

O EA's hockey series has Improved graphics and Al, fast-paced 
addictive gameplay and you can now graft your digitised face onto a 
player, then watch it beaten with a stick to a bloody pulp. Now that's 
family entertainment. 
PUBLISHER EA Sports • 01 753 549442 
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PCZ #82 •89% 

O The spirit of Bile lives on in this massive 
trading epic from Germany where you must buy 
and fight your way back home to Earth. The 
combat side may not be the best on offer, but 
with goods to trade and races to discover, it 
rewards patience with variety and months of 
play. Deeply hypnotic and beautiful, rather than 
tense and frenetic. 
PUBLISHER THQ • 01483 767656 



FREESPACE 2 PCZ #84 • 85% 

O Completely different from X, Freespace2\s fast-paced dogfighting 
action all the way. A supert) interface, epic story and amazing graphics, but 
a bit short-lived if you don't play online. 
PUBLISHER interplay •01/1 551 4222 

X WING: ALUANCE PCZ #77 • 83% 

O At last! Fly the Millennium Falcon in the final episode in the long- 
running >r-lV/n^ series. Certainly the best-looking X-WingQame to date, 
Alliance is slow at first, but boy does it pick up later on. 
PUBLISHER Activision • 01 895 456700 

PRIVATEER2 PCZ #44* 80% 

O Not as open-ended as Elite, but far more rewarding as an overall 
experience. Great graphics even today, and hey it's on budget so it's better 
value for money than ever. 
PUBLISHER Electronic Arts • 01 753 549442 

WINGCOMMANOER 

PROPHECY GOLD PCZ #59 • 77% 

O The graphics look a bit dated now, but this is still a great game by 
anyone's standards. IV/ng neophytes start here. 
PUBUSHER ElecUonic Arts • 01 /53 549442 
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PCZ #84 •92% 

O More than a game. . . it's a way of life. So say 
fans of the best football management game in 
existence. If you dare to play it you can kiss 
goodbye to your social life, and expect to spend 
hours each and every day poring over unknown 
players in a bid to discover the next Ronaldo. The 
word benchmart< doesn't really describe how 
much better than the competition this game is. 
PUBLISHER Eidos • 01 81 636 3000 

CAESAR III PCZ #70 •88% 

O starting from scratch you've got to build a majestic Roman city and 
ensure a harmonious life for your citizens. So what? So it's utterty 
absorbing and probably the most addictive god sim in existence. 
PUBLISHER Sierra • 01 1 8 920 91 00 

SIMCITY3000 PCZ #74* 85% 

O Ten years on, S/mC/fK remains as addictive as it ever was. Little was 
broken, and little was fixed. With new buildings to try out and an enhanced 
transport system, SimCity3000 \s a must for old-fimers and newbies alike. 
PUBLISHER Maxis/EA • 01 753 549442 

ROLLERCOASTER TYCOON PCZ #75 • 83% 

O Pack out your own theme park with the most fiendish rides your 
imagination can conjure up. From rickety wooden 'dippers, to Nemesis- 
style, white-knuckle gumers, RT\s hugely addictive. 
PUBUSHER Hasbro • 0181 569 1234 

PREMIER MANAGER 99 PCZ#76« 80% 

O It's no Champ Manager, but this is the only other football management 
game on the PC worth bothering about. Decent graphics set it apart fi'om 
Eidos' masterpiece but doesn't have the depth or detail. 
PUBUSHER Gremlin Interactive • 01 14 2/3 8601 
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PCZ#80«92% 

O In many ways an old-school RPG, but with 
amazing freedom, depth and open-endedness. 
So addictive that ZONE editor Chris has sold 
his car, his house and his soul to finance a 
permanent Web connection. The best thing 
about Ultima Online is that your world is 
constantly changing and evolving, and it's 
populated by real people, just like you. 
PUBLISHER Electronic Arts • 01 753 549442 



EYERQUEST PCZ#80«85% 

O If you find Ultima Online too vast, EverOuestmay be the online RPG for 
you. It's far more combat-orientated than Ultima, and more linear as a 
result. Repetitive at higher levels but worth checking out all the same. 
PUBLISHER Sony (sold at Electronic Boutique only) • 01 71 428 5961 

NETSTORM PCZ#59*73% 

O A curious blend of chess. Red Alert an6 Baron Munchausen, NetStorm is 
also an elegant and addictive multiplayer game that works beautifully 
across a standard modem. 
PUBLISHER Activision • 01895 456700 

WARBIRDS PCZ#70*72% 

O The original WWII on-line dogfighting sim and still one of the best. With 
over 48 different aircraft to chose from, this should keep anyone with a 
passing interest in air combat very happy indeed. 
PUBLISHER Interactive Magic • 01344 409399 

DAWN OF ACES PCZ #77 • 60% 

O Not entirely dissimilar to Wart)irds, but set in WWI. Not as fast or as 
hectic, which some might say is a good thing. We happen to like our action 
hectic and that's why we gave Dawn a lower score. That's life, bud. 
PUBLISHER Interactive Magic • 01344 409399 




HIDDEN & DANGEROUS 



SWAT 3 



PGZff79*91% 

O You don't get a second chance in a real war, 
and Hidden & Dangerous is the game that's 
come closest to putting you in the middle of hell 
on earth. From the very first mission, it grabs 
you by the balls and doesn't let up until you're 
dead, with a bullet in the head. As a strategic 
shoot 'em up, games don't get any harder, or 
more compelling and atmospheric. 
PUBUSHER Take 2 Interactive • 01 753 722900 

PCZ #85 •89% 
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urUf r UTpY Al doesn't get any better than SWAT 3's. Add to this 
HL If Ul I n I amazing graphics, an ingenious command 
interface and edge-of-your-seat gameplay, and you've got a top title. 
PUBLISHER Sierra • 01 1 8 920 9 1 00 

BAHLEZONE 2 PCZ #84 • 87% 

O stunning graphics and a winning blend of strategy and first-person 
action in this sequel to the highly acclaimed Battlezone. The fight for world 
domination has never looked so good. 
PUBLISHER Activision • 01895 456700 

ROGUE SPEAR PCZ #84 • 86% 

O We loved Rainbow S/xand although this follow-up can't match Hidden 
& Dangerous ior intensity, it's a supert) romp through the world of 
terrorism. Pick your team, kit them out and plan your missions carefully. 
PUBUSHER Take 2 Interactive • 01 753 722900 

SPEC OPS 2 PCZ #84 • 84% 

O Challenging Hidden & Dangerous for the top spot. Spec Ops 2 puts you 
in charge of a four-man green beret squad intent on staying alive and 
shooting the enemy in the head. Incredibly realistic, with top-notch sound. 
PUBUSHER Take 2 Interactive • 01 753 722900 



PGZONE ALL-TIME 

CLASSICS 

DOOM 

O This is the game that needs no introduction. Without Doom we 
wouldn't have had Quake, Unreal Tournament or (gulp) Half-Life. 
Every time you play a first-person shooter you should pay 
homage to the game that changed the world as we know it. 
Doom, we thank you. 
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ULTIMA VII 

O still the best of all the Ultima games, and probably the finest 
RPG ever seen on a PC. The graphics might be old-hat, but the 
gameplay isn't. Ultima W/ blends exploration and character 
interaction, and it's the last in the Ultima series to give complete 
party control. 

!LTIMA UNDERWORLD 

O We reviewed this game back in the very first issue of PC 
ZONE. It was a landmark RPG then and it's still a landmark RPG 
now, although the graphics obviously look a bit dated. Do we 
think It's the best RPG ever? Almost, but not quite. Cast your eyes 
up the mag a couple of inches for the answer to that question. 

DUNE 11 

O If you know your strategy, you'll know that Dune II is the game 
that's done more to define the genre as we know it today. The 
2000 update was disappointing, but only because It didn't add 
anything new. The fact that it still plays better than a lot of new 
titles is testament to its staying power. 

SENSIBLE WORLD OF SOCCER 

O EA's FIFA series might look the part, but we're convinced that 
Sensible Soccerv^as and is the ultimate example of gameplay 
over presentation. With its famous top-down view. Sensible 
offers fast frantic action that does more to replicate the real-life 
game than any of its predecessors. 

!F0: ENEMY UNKNOWN 

O This game came out of nowhere and took the worid by storm. 
Compelling strategy, tense turn-based battles, and a myriad of 
research options made this the most addictive game ever on its 
arrival. Subsequent sequels were just as addictive, but this is the 
game that originally captured our hearts. 

MAGIC CARPET 

O Drawing gasps of amazement from everyone who saw it, 
Bullfrog's Magic Carpet was one of the most original and 
inventive games released in the eariy days of 30. So original in 
fact, that it never got the recognition it deserved. We still think 
the blend of action and strategy was spot-on. 

WING COMMANDER 

OThe original space combat game spawned the first big- 
budget PC series. In fact, the Wing Commander series was so 
successful, they made a film. Inevitably, this was absolute 
rubbish and people stayed away in their millions. Will these 
people never learn? 

TOMB RAIDER 

O She might be getting a bit rusty round the gills, but when Lara 
first bounced onto the small screen we fell in love with her 
instantly 3D action adventure games haven't been the same 
since and at the time nothing could touch it. Do you remember 
your first encounter with the T-Rex? 

CIVILIZATION 

O The original and some say the best turn-based strategy game. 
When Civ first appeared, it was hailed correctly as the first game 
that changed and evolved depending on how you played it. 
Recent versions have presented more of the same, but in this 
case that is definitely no bad thing. 



102 PGZONE #86 



We move the information that moves your world. 



adapt^ec^ 



NEW 




Creator 4 




Do more with your CD-Recorder. 



New Easy CD Creator™ 4 Deluxe goes 
way beyond the software that came with 
your CD-Recorder, and all earlier Deluxe 
editions, so you can take the fun even 
further. Now you can pull MP3 tracks and 
other music from the Internet, as well as 
from LPs and cassettes, to create your own 
custom CDs. And new Take Two™ software 
makes it easy to back up all your important 




data and quickly recover from hard disk or 
system failures. Easy CD Creator 4 Deluxe 
also enables you to edit, enhance and share 
your photos and video. Do more with your 
music, data, photos, and video with Easy 
CD Creator 4 Deluxe. The box even includes 
a CD labeller, sample labels and a cable to 
connect your stereo to your computer. 
http://www.adaptec-europe.com 



Available from Action Computer Supplies, Dabs Direct, Insight, Micro Warehouse, PC World, Simply Computers, 
Software Warehouse or from your local computer software reseller. 

O 1999 Adaptec. Inc. All ri^ts resefved. Adaptec, the Adaptec logo, the Adaptec t;«line. Easy CD Creator and Take Two are traden^s of Adaptec. Irx:.. wtiich may be registered m son* coontrtcs. All other traderrwks used are owned by their respective 
owners. Our software is designed to assist you m reprodudr^ nnateflal in which yoo own the copyright or have permission to copy from the copyright owner. • Estimated street pnce. sutiject to chengfi wilfwut notice. 



mUT EXPECTATIONS 





Que sera, seri. Whatever will be, will be. The future's not ours to see, que sera, sera. Charlie Brooker asks questions regardless. 



It's all very well having us banging on about 
the future of gaming, but what do you - yes, 
you - make of it all? After all, you're the ones 
who pay not only our wages, but the wages of 
the games industry as a whole - so your 
opinions are pretty damned valid actually, 
thank you very much. 
Well, in creeping deference to your own 
good selves, for the next four pages we've turned 
the mag over to a selection of typical PC ZONE 
readers, recruited via the chat forum on our 
website (www.pczone.co.uk). What follows is a 
cross-section of your thoughts on the games of 



tomorrow - a mixture of technological conjecture 
and wishful thinking, from respondents aged 
between 15 and 31. 

After a good deal of analysis, we realised 
that four things stand out. First of all, you're a 
bright bunch of sods, aren't you? There are enough 
interesting ideas here to flesh out a couple of good 
games-related sci-fi novels (no guarantee they'd 
be good reads, mind). 

Secondly, some of you should turn your hands to 
game development - you've got definite, detailed 
ideas about the kind of changes you'd like to make 
to the software you're playing now. Reader Robert 



Smith even submitted an entire design document 
for a dream Star Wars game (far too lengthy to 
be reprinted here). 

Thirdly, it's time that someone somewhere 
started developing a decent VR headset because 
loads of you out there expect to be using them 
in the future. 

And finally - if even half of these concepts 
come to fruition, the future of gaming is going 
to be a very exciting ride. Unless it all goes 
horribly wrong and we end up playing VR Hangman 
instead. Anyway, enough of our endless waffle. 
Over to you. 



WHICH GAME WOULD YOU MOST LIKE TO SEE A SEQUEL TO — AND WHAT 
WOULD IT CONSIST OF? 



It would have to be Monkey Island, I'd like to see 
more of the story. When it comes to sequels in 
general, they shouldn't simply be more of the same; 
they should be loosely based on the story, yet as 
different as possible. Final Fantasy VIII, for instance, 
isn't connected to Final Fantasy VII but it's still a 
sequel of sorts. 
Eddie AmpMett 

I'd like to see a sequel to Jurassic Park: Trespasser, 
I know that it was a bit crap, but it had soooo much 
potential. If the design flaws could be addressed, 
and the game world made less linear, I reckon it could 
beadasste. 
MylesRobey 

Realms Of The Haunting remains the scariest game I've 
played. You could lose yourself in it for hours. Great 
story, great weapons, great atmosphere. Even if they 
just remade the same game with the Unreal or Quake 
///engine, I'd buy it again. 
The Frew 



Utde Big Adventure 2, definitely. LBA 1 plus LBA 2, 
times a hundred - what a game Maf would be. 

MikeBanIm 

I'd like a decent follow-up to Doom- bloody scary and 
bloody dangerous. I Ihred with that game for years and 
was expecting (7iiailreto be even better - but it wasn't 
Frankly, I found it disappointing. Even now. If I want a 
quick rush of adrenaline, 1 reach for /?oom- not Quake 
lor 2, or Half Life, or Unreal, 
Paul Griffin 

Elite, re-vamped into a huge 3D-accelerated, online- 
only, everlasting space epic. Throw in hundreds of 
user-customisable ship types, Ihre voice and video 
comms - and crewing stations, so several players can 
fly a ship co-operath/ely. Currency and equipment 
transfers too, so players can set each other tasks 
and quests, and of course nick anything they don't 
want to pay for. Let's not forget mind-bendingly huge 
freighters and warships as well. 
Dave Gregory 




is i 



Paul Griffin reclcons that Quake ///still hasn't recaptured 
the excitement of Doom. What will? 



WHAT WIU THE GAMES OF THE FUTURE LOOK LIKE? 



The obvkHis answer wouM be that they'll be 
indistinguishable from real life. However, I don't agree: 
I think games will look BETTER than real life. People 
have been living with the look of the real worid for 
thousands of years, so why just reproduce It In a 
game? Think of the greatest sunset you have ever 
seen, and how beautiful it was. In the games of the 
future, sights like that will be ten-a-penny - and far 
clearer and more detailed than the genuine article. 
The Frew 

In the future, we'll have holographic monitors - empty 
boxes with thousands of lasers creating images that 
look so real, you could put your hand in the box and 



touch them. . . although the endemic nature of lasers 
would mean that actually doing so wouldn't be such 
a good idea. 
Robert Smith 

Within the next couple of years, they'll play like the 
tastiest pre-rendered cut-scenes currently look. 
Motion blurring and depth of field will make a masshre 
difference in the quality of in-game graphics and I 
predict particle fogging and wake-mapping too - 
fog will swiri and part as you walk through it Fully 
animated textures and curved polygons are also going 
to see huge improvements. 
Dave Gregory 




Someday, all games will look as good as this. 
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GRUTEXPECK 




THE UNUSUAL SUSPECTS 



As scary as they look, all these people are regular readers of PC ZONE and, as such, they know what they're talking about. Caplsche? 





AUL GRIFFIN 



THE FREW 



MIKE BANIM 



MYLES ROBEY 



ROBERT SMITH 



ROB MEDLOCK 



EDDIE AMPHLEH 



WHICH GENRE WIU DEVELOP THE 
MOST. AND IN WHAT WAY? 



First person shooters, and 
sports games - those t******g 
EA tie-ins come out every 
five minutes, leaving the last 
one you bought outdated by 
the time you open the box. 
Hopefully adventure games will 
evohre more. Grim Fandango 
was a fantastic view of things 
to come. 
iddieAmphlett 

Action adventure games such 
as The Nomad Soul and Outcast 
have shown great potential. 
However, as has ahways been 
the case, I suppose first- or 
third-person action games will 
be the games that benefit most, 
due to technological advances 
which no other genres seem to 
use to such effect 
dyles Robey 



Online gaming is the way forward. 
Any genre which fully utilises Net play 
will develop masshrely - mostly team- 
based 3D shooters lilce Team Fortress 
Classic, or RPGs. 
Yiike Banim 

It's difficult to say really, because ttie 
genres are blurring to a large extent 
I can see the first-person perspecthre 
being seriously involved, whatever 
direction the games choose to tak& 
Not just for the shooters we're used 
to, but as a medium for translating 
the game world into a more *human 
friendly' interface. 
Paul Griffin 




War? What Is It good for? The games of tomorrow, 
apparently... Team Fortress Classic 2. 



I 
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I reckon smut will explode, especially 
among the sad bastards. There'll be 
computer peripherals that connect 
to parts of the body... virtual sex 
anyone? (Is that an offer or a rtietorical 
que8tkm?'Ed) 
Robert Smith 

Online war. The old cliche of multiple 
games coming togettier to allow 
sprawling 24-hour wargames with 
everything from foot-soldiers to stealth 
bombers. Command servers will send 
squadrons of freshly-recruited plebs 
into the waizone to perform their 
orders. That's the idea, anyway. How 
you prevent it dissohring into a free- 
for-all within the first three hours of 
the system going live is another matter. 
Dave Gregory 



WHAT KIND OF SUBJECT MAnER 
WILL GAMES DEAL WITH? 



i don't think the subject matter will 
differ much. Pertiaps we'll have more 
mature subjects, although you 
wouldn't want to play something like 
Schlndler's List or American History X 
as an action game. If we were to have 
games dealing with serious subjects 
like these, they'd have to be adventures. 
Eddie Amphiett 

I believe future games will draw 
on our emotions. People will get 
around to real-life stories, of careers 
and relationships. We'll feel love, 
compassion, guilt, comradeship, 
and true fear - and the games will 
emotkmally drain us. 
The Frew 

Decapitatkms and anything scary. 
Games will become more graphic as 



hardware improves and 'horror' will 
become an established gaming genre. 
Mike Banim 

AN sorts. Come on! What did the 
games of 20 years ago deal with? 
Sex, sci-fi, ores, guns, horror, and 
racing. Same as today. Do we want 
to play games which depict the real 
worid? Hardly. Not unless we can 
kill the boss or ran over his kids. 
(Now, now -Ed) 
Paul Griffin 

Monkey Tennis? 
Myles Robey 

There'll be a stamping-on-babies- 
heads simulator. (I sincerely hope 
not'Bd) 
RobMedlock 




Are ultra-realistic combat games like 5lV>ir Jthe way ahead? 
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IS THERE ANYTHING YOU DON'T 
WANT TO SEE IN THE FUTURE? 



Online games that charge per month 
like Ultima Online and Everquest It's 
a disgrace that we have to pay for the 
thing in the first place, then continue 
to pay after we get it homa 
Eddie Amphlett 

The continuation of ttie slack practices 
of the present, where companies 
release games that aren't finished, and 
expect us to tend to them with patches. 



Another TWerianSun 
RobMedkM:k 

Games where you're In a nightclub or 
wvtiatever, and you meet a gorgeous 



bird and virtually shag her. Nothing's 
better then the real thing. (Hark at 
Captain Sex God - Ed) 
Robert Smith 

Games for f***wits. The ITY audience 
are getting increasing access to 
PCs, and sooner or later some tit is 
going to invent a 30, million-user, 
bandwidth-gobbling, online Richard 
and Judy y\im\d. The infoimation 
revolution will crawl to a halt as 
the Internet gets bogged down by 
thousands of poor old Irenes, pressing 
the wrong button and getting all 
confused as they bundle into Ainsley's 
Celebrity Cyber Cookout 
I vc Gregory 




Eddie Amphlett doesn't want to pay for online games in ttie future. Well said. 




HOW WILL WE INTERACT WITH 
GAMES IN THE NEXT CENTURY? 



Although they're shit now, VR headsets 
might be ttie way forward. It'd be neat 
If ttiey worked. 
MylesRobey 



I can't see us progressing 
past some sort of VR headset 
anytime soon. I'm not too 
keen on the thought of 
plugging wires directly into 
the base of my skull to play 
Quake 37. 
Eddie Amphlett 



We'll be playing with a 
keyboard and a mouse - unless \. 
everyone buys those things that go 
on your head. But then we'll all look 
like twats. (Maytte so, but at least we 
won't be able to see one another - Ed) 
Rob Medlock 




O Look like a twat in 
ttie 21st Cenhiry. 



WHAT ABOUT PIRACY? 



I think companies will develop bigger 
and better ways of combating pirates, 
but they'll never go away. As long as 
there is a product, there'll be someone 
who wants to take it for free. I don't 
think we can do much to stop them. 
IMyles Robey 

Piracy is a pain in the arse: either 
the anti-piracy measures screw 
legitimate players up, or they're so 
easy to bypass, they're pointless. The 
problem is the pirates are at least as 
smart as the guys who design the 
anti-piracy measures. The best solution 
is to make games so cheap that no-one 
can be bothered to copy them. 
Paul Griffin 

In the future you'll have to pay a 
subscription to play games over the 
Intemet You'll download the bare 



essential software, then configure 
your computer from the company's 
website, uploading information 
including your e-mail and home 
address, and so on. This will have the 
effect of considerably reducing piracy. 
Robert Smith 

Companies will continue to pour money 
Into anti-piracy systems that get 
cracked within 12 seconds of release. 
RobMedlGCk 

All games - absolutely all of 'em - will 
be online. You won't even keep them on 
your hard drhre, you'll download them 
at dozens of Megs per second, which 
means games will be free, you'll just 
pay for the online time. Piracy will be 
replaced by hacking free connection 
time to ssnrara* 
Dave Gregory 
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HOW WILL THE AUDIENCE CHANGE? 



Games will become Just as 
familiar a medium as television 
or music. We'll have full 
entertainment systems, with the 
TV containing the system, and 
all games will be played from 
there. Everyone who currently 
uses a TV will be playing games. 
icFrew 

I think women will become 
more interested when graphics 
in games become photo- 
realistic Right now if they 
see something like Half life, 
it doesn't actually look very 
lifelike, and they think, "Er, 
yeah, so what?" 
MikeBanim 

Maybe there'll be more female 
players, but not old bastards. 
Tbe way we interact with 
games will become much more 
complex, and the oldies - 
even us, maybe - will find tt 
increasingly difficult 
Dave Gregory 




1 won't like computer games until the graphics are realistic. So says Mike Banim, although his non-existent girlfriend wouldn't comment. 



HOW WILL THE 
GAMES OF TOMORROW 
BE CREATED? 



lypk^al code will be replaced by a simpler, self-fixing 
code, alleviating any bugs or glitches in the program. 

eFrew 

Brain-to-PC interfaces will mean anyone with an 
idea for a game can instantly create it simply by 
thinking about it 
Mike Banim 

By programmers, with their hands. That's not a 
smart-arse answer, honest - it's what I think will 
genuinely happen. 
ijdMedlock 

Quickly, and full of bugs, which will be fixed after 
countless downloads of 40Mb patches, 
aul Griffin 

Programming languages are getting easier to use, 
so the average Joe will be able to write small 
programs to suit their needs. There'll probably be 
a master computer that will tailor games to the 
user's requests. 
Robert Smith 

By opinion poll. Users will decide what they'd like to 
see in the game and diligent programmers will make 
it happen. And since games will be downloaded from 
central servers as you play, patches will appear daily, 
often installing on the fly. a bunch of users will report 
a bug and within ten minutes you'll suddenly notice 
that glitch you spotted is no longer there. 
Dave Gregory 



WILL GAMES EVER BE CONSIDERED AN ART FORM? 



I don't think so. Some games try 
to promote this idea now, but 
ttiey're ahivays dismissed as 
pretentious. I don't think ttiat 
will change. 
MylesRobey 



No. The 'Art' establishment is far 
too far up its own arse to look for 
altemathfes to a soiled bed. 

Paul Griffin 



Only in as much as pop music Is 
an art form. 
Dave Gregory 



Yes, just as other types of media 
are held in high regard. And 
games couki overtake the others 
in terms of popularity. 
The Frew 




Computer games as an art in their own right? We'd rather hang this on our wall than T^acy Emin's soiled bedsheets. 
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. FUTURE PC 
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Think the current crop 
of rapid graphics 
cards is pretty mind- 
bending? You ain't 
seen nothing yet, 
chum. Phil Wand 
gazes into the future 
of 3D gaming 





C A combination 
of bump mapping 
and surface embossing, 
courtesy of tbe ioveiy 
GeForce 256. 
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In the same way that everyone can remember the first time they had Golden Nuggets 
for breakfast, everyone can remember seeing their first 3D accelerator card in action: 
the swirling fog, the glints of light, the polished textures, the dizzying frame rate, 
and that curiously satisfying 'click' from the back of the PC as the new 3D speedster 
took over from the old 2D wimp. A fantastic new world was dancing erotically in 
front of your very eyes, and you thought that nothing on your monitor would 
captivate you in the same way ever again. 
Or would it? Most video card manufacturers have new and affordable toys waiting 
in the wings, and they're gonna have all manner of hardware trickery to make games 
faster, smoother, more complex and, above all, more real. There are some amazing 
visual technologies and rendering advancements that you'll be taking for granted 
come this time next year - bump mapping, transform and lighting (T&L), full scene 
anti-aliasing, and more besides. Everything is designed to make your life as a gamer 
even more engrossing and more adrenalised than ever before. 

In this article we take a look at all the major players in the 3D graphics arena and 
the various technologies they have to offer. We talk about the new techniques and 
methods for making your eyes pop out on stalks - because everyone wants to 
recapture that wonderful 3D virgin feeling. 
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of Microsoft operating systems, from 
Windows 95 ttirough Windows 2000 
and Windows NT. 

THE DETAILS 

HARDWARE Voodoo4 and Vood005 
MANUFACTURER 3Dfx Interactive 
WEBSITE www.3dfx.com 
OUT April 2000 
PRICE £349 

THE GOOD BITS 

O Brand leader with unrivalled support and 

technical backup 
0 1 28Mb graphics memory, 350MHz 

RAMDAC 

O 32-bit rendering, 32-bit textures and real- 
time anti-aliasing 

O On-board digital cinematic effects and FXT1 
texture compression 

O 2D resolutions up to 2048 x 1 536 

THE BAD BITS 

O Plenty of power, but where are the transform 

and lighting functions? 
O By the time it's released, both NVIDIA and 

ATI will have expanded their ranges further 
O 3Dfx somehow lost $1 2.8m on revenues of 

$40. 4m last quarter 




3DFX 



I The current 
market leader is 
looking to knock 
seven bells out of 
the competition with their feisty 
new VSA-100 engine, codename 
Napalm 

Just as you were getting excited about the 
awesome power of the VoodooS, get ready 
to wave it goodbye. Not only is it the last 
non-scaleable architecture that 3dfx will 
ever produce, it's also hopelessly 
outclassed by their upcoming technology. 

At the heart of all the new stuff is the 
VSA-100 chip, codename Napalm, which 
comes with 32Mb of memory and more 
brawn than Dolf Lundgren. As well as being 
fully compatible with Microsoft's DirectX, 
the VSA-1 00 also introduces texture 
compression. This technology enables 
developers to use much larger, more 
elaborate, more rea/ 32-bit true colour 
textures up to 2048 x 2048 pixels in size, 
but without any loss in quality and with 
higher frame rates chucked into the 
bargain. Core speed for the chip should 
vary between 166MHz and 183MHz, and 
T-Buffer digital cinematic effects will pep 
up your games even further with motion 
blur, depth of field blur, soft shadows and 
soft reflections. 

DOUBLE WH AMMY 

The VSA-100 also reintroduces SLI, 
something Voodoo2 owners will be familiar 
with. This is the technology that enables 
you to 'chain' cards onto each other to 
boost the power output. The scaleable 
architecture takes advantage of this fact, 
with the Voodoo4 and VoodooS having 



identical foundations but with different chip 
specifications. The Voodoo4 4500, for 
example, uses a single VSA-100 chip and 
should be capable of handling between 333 
and 367m pixels per second, while VoodooS 
6000 comes with no fewer than four VSA- 
1 00s, 1 28Mb of memory and a 1 .47 
gigapixels per second capability. It looks as 
though it'll be the first board of its type to 
offer that kind of power to the home user. 

But what does all this mean for you? In 
simple terms, it's a huge step forward - not 
just for sheer processing muscle and 
super-smooth frame rates, but also for 
photo-realism. Game developers will soon 
be able to cram more polygons onto the 
screen, enabling game worlds to contain 
many more complex shapes and fine 
detailing, so those jagged-edged walls, 
thick black shadows and wobbly reflections 
will become things of the past. 3Dfx's 
remarkable T-Buffer engine claims to be 



able to render authentic shadows with soft 
edges and provide proper depth of field blur 
- two things that instantly enliven today's 
rather sterile looking landscapes. 
3Dfx will no doubt supply the game 

^The truly Stunning 
live-rendered demo 
supplied with the 
[NVIDIA] card is so jaw- 
droppingly heautiful 
that we guarantee you1l 
drool over it time and 
timeagain^ 

industry's most complete API support for 
DirectX, OpenGL and Glide. They're also 
promising compatibility with the full range 



NVIDIA 




The VoodooS 6000 will be able to anti-alias full scenes and render soft reflections on the 
fly. Impressive stuff. 



The TNT and TNT2 

made them a top 
player in the 
acceleration 
marlcet, and NVIDIA will surely 
consolidate their position with 
the GeForce 256 

TNT people NVIDIA are marketing their new 
GeForce 256 as a standalone Graphical 
Processing Unit (GPU) in order to tempt 
various hardware manufacturers into 
incorporating it in their systems. In the 
same way that Motorola chips can be found 
in everything from Jeep Cherokees to 
Hotpoint dishwashers, NVIDIA hope that 
their GPU will have a similarly diverse set of 
applications. So you might, for example, 
see one in your next mobile phone. 

The first card available from your high 
street computer store will be the game- 
focused Creative Labs 3D Blaster 
Annihilator, set to retail at around the £200 
mark. Its core technology features a 256-bit 
rendering engine, 32Mb memory, and full 
support for both DirectX 7 and OpenGL. In 
short, it'll work effortlessly with pretty 
much whatever you throw at it. 

The board itself contains a whopping 23 
million transistors - more than twice the 
density of a Pentium III - and although the 
1 50MHz core clock speed is set to the 
same as the 'old' TNT2 Ultra, it's easily 
wound up to a stable 183MHz. Indeed, the 
Annihilator comes with its own tool to 
enable you to do this. Similar tools are 
available for all the hardware featured here, 
with overclocking now the norm for most 
next-generation card owners. 

The single GPU is capable of hurling 480 
million bilinear filtered, multi-textured 
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A texture brush measuring 2048 x 2048 
pixels - more than 16 times the size the 
Voodoo3 is capable of processing. With 
texture compression, there's no need for 
an image of such quality to slow down 
frame rate or gobble memory. 



That indistinct blurrlness normally 
associated with 3D-accelerated games 
will become a thing of the past with 
larger textures and texture compression. 



pixels around the screen each and every 
second (around 20 million feiverthan the 
RAGE Fury MAXX), and four 32-bit 3D 
rendering pipelines can handle four texture 
mapped, lit pixels per clock cycle. This 
gives it the ability to create astonishingly 
realistic scenes and still have sufficient 
strength left over to animate them. 

STREETS AHEAD 

In tests, the GeForce 256 is ivay ahead of 
anything else currently on the market, even 
in lowly 32Mb form. Sure, ATI's newcomer 
gets its neck ahead with its dual RAGE PRO 
powered fill rate, but even the TNT2 Ultra 
and Voodoo3 3500 are punted sideways by 
the GeForce's low-down grunt in every 
other area. Lesser cards such as the old 
TNT and Voodoo2 are left floundering. 

The GeForce also enables developers to 
use surfaces that are fully reflective in real 
time, with a software technique called cube 
environment mapping. The truly stunning 
live-rendered demo supplied with the card, 
Dagoth Moor Zoological Gardens, is so jaw- 
droppingly beautiful that we guarantee 
you'll drool over it time and time again. 

The top-of-the-range chip, the DDR 
version, comes with ultra-fast memory with 
twice the RAM performance of the SDR 
model, so that* s the model to aim for, although 
expect a price premium of between £50 and 
£1 00. While we're at it wait for a 64Mb 
version with 0.18 micron technology which is 
sure to hit the martlet within the next quarter. 

THE DETAILS 

HARDWARE GeForce 256 GPU 
MANUFACTURER NVIDIA Corporation 
WEBSITE www.nvidia.com 
OUT Imminent 
PRICE £219 

THE GOOD BITS 

O 22m onboard transistors (a Pill has just 9m) 
O 32Mb graphics memory, 350MHz RAMDAC 
O Integrated transform and lighting (T&L) and 

triangle clipping 
O Four 64-bit rendering pipelines, twice the 

capacity of the old TNT2 
O 2D resolutions up to 2048 x 1 536 

THE BAD BITS 

O 3Dfx waiting in the wings with the awesome 

VSA- 100 Napalm 
O You want the DDR memory version, which 

won't be around for some months 
O 32Mb ain't enough. Stick around for the 

64Mb and 1 28Mb versions 




ns3 



No one batted an 
J eyelid when S3 
got excited about 
the Savage3D 
chipset. Can the upcoming 
Savage2000-i- reldndie people's 
interests? 

No doubt about it, the Savage 2000+ looks 
most able to tackle Voodoo head on and 
beat it at its own game - serious 3D game 



power. Indeed, in listing the card's bad 
points we were hard pushed to find even 
one of any real consequence. 

The core clock should truck along at up 
to 200MHz and features hardware bump 
mapping, S3TC texture compression, 32-bit 
rendering, full scene anti-aliasing, specular 
lighting, diffuse shading, integrated 
transform and lighting (only the second 
card ever to do so), and compliance with 
OpenGL and DirectX 7. The card will also 
feature the world's first dual pixel/dual 
texture pipeline, and S3's Single Pass Quad 
Texturing enables game makers to improve 
on image quality even further. 

Additionally, the Savage2000's 
rumoured price tag will put it in the 
inexpensive, high-end mainstream market, 
giving it a significant advantage over the 
rival GeForce. S3 also plan to use the 0.18 
micron technology (that is still pending) in 
both the NVIDIA and 3Dfx ranges. Available 
in two versions, the standard Savage2000 
features 166MHz memory with a 150MHz 
engine clock, and the Savage2000+ boasts 
200MHz memory and a 200MHz engine 



clock. In terms of bandwidth - the actual 
amount of data the chip can shift around in 
any one moment - the Savage2000 is 
actually a length ahead of the VSA-1 00 
Napalm, but a little behind the GeForce 256 
and RAGE Fury MAXX. 

MORE POLYGONS. 
SO WHAT? 

In very simple terms, the 3D space that you 
move through in titles such as System 
Shock 2 \s rendered in filled polygons. The 
more polygons you can cram into a single 
game scene, the higher the level of 
complexity you can achieve, and thus step 
ever closer to real-world levels of realism. 

Take the standard Gordon Freeman 
model in Half-Life. On close inspection it's a 
fairly simple and rather crude affair - a few 
boxy polygons painted with highly detailed 
graphical wallpaper. The moment you up 
the polygon count, you can start to add 
features such as a nose, chin, ears, blinking 
eyes, even hair Combine this with larger, 
more elaborate textures, overlay lighting 
effects and put creases into his trousers 



when he walks, and you have a seriously 
real looking game model. 

THEDHAILS 
HARDWARE Savage2000+ 
MANUFACTURER S3 Inc 

WEBSITE www.s3.com 
OUT February 2000 
PRiCE£149 

THE GOOD BITS 

O Single AGP card supports two separate 
displays 

O Up to 64Mb graphics memory, 350MHz 
RAMDAC 

O Integrated transform and lighting (T&L) with 

real-time anti-aliasing 
O 32-bit rendering in true colour 
O 2D resolutions up to 2048 x 1 536 

THE BAD BITS 

O The last Savage release was met with a wall 

of silence 

O Not much else. The Savage2000 has the 
right price and the right kit 




O Look, mum, no bump mappingl 



O Gosh. Who wants a card with bumps? 
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Despite the lack of DirectX 7's 
transform and lighting trickery, 
the ATI card can still render 
complex scenes with ease. 
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OPENGL 



What it is andwtiat it does 

Championed by iO Software, 
OpenGL is now ttie woridwide 
standard for creating 3D games and 
applications. It incorporates a wide 
range of texture mapping, special 
effects and ottier rendering 
techniques, and enables game 
developers to write their code once 
- the OpenGL interface handles 
compliance with video hardware 
across all popular platforms from 
Windows to Linux. Some of 
OpenGI's current core functions 
are listed below. 

ALPHA BLENDING 

Using alpha information, 3D objects 
can be anything from totally 
transparent to totally opaqu& 

ANTI-ALIASING 

A rendering method used to smooth 
lines and curves by averaging the 
colours of adjacent pucels. 

DOUBLE BUFFERING 

Smoothes animation of objects by 
rendering incomplete objects off 
screen and only allowing complete 
images to be seen by the user. 

GOURAUD SHADING 

Smooth interpolation across a 
polygon or line segment 

TEXTURE MAPPING 

The process of applying a 2D 
wallpaper image to a polygonal 
object 

Z-BUFFERING 

Used for hidden surface removal, a 
Z-buffer is used to Iceep track of 
whether one part of an object is 
further away from the viewer than 



New features in OpenGL version 1 .2 
take advantage of new cards and 
include specialised light textures as 
well as various functions to 
encompass bump mapping and 
specular (ie mirror) highlights. 
www.opengl.org 



^TheDualHead display 
feature enables a single 
card to support two 
monitors. Although 
nothing new to Macintosh 
owners, ifs a pretty 
revolutionary gadget for 
the home garner^ 




ATI 



They're the worid's 
largest supplier of 
graphics cards, but 
can ATI put up a 
good enough fight to see off the 
likes of 3Dfx and NVIDIA? 

Known in some circles as the Aurora, RAGE 
Fury MAXX shows that ATI are getting 
serious about the accelerator market. And 
they need to, because early RAGE Furys 
were renowned for ultra-buggy drivers and 
screwing test systems. So together with 
the oh-so-secret RAGE 6 chip, which must 
surely match the performance of the 3Dfx 
range when it's released late in 2000, the 
MAXX should really put ATI back on the 3D 
accelerator map. 

The new card is an impressive bit of kit. 
At its heart are two 125MHz RAGE PRCs, 
nailed down side by side on a single board 
with AFR technology. This gives the card a 
high fill rate and colossal memory 
bandwidth. With two cores chugging along 
at 125MHz and two dedicated frame 
buffers running at 143MHz, its performance 
isn't that far away from the GeForce 256. In 



fact, in terms of fill rate, the RAGE Fury 
MAXX actually has an edge over that 
mighty NVIDIA card. 

OLD WINE, 
NEW BOTTLE 

What's a little disappointing about the ATI 
card is that it lacks some of the most 
important technological advances. Yes, it 
does include tricks such as bump mapping 
and anti-aliasing, but transform and 
lighting remains absent. This is the system 
that dramatically enhances a game's 
photorealism, for example by enabling 
creatures to move more naturally, complete 
with flowing hair and creased clothes, and 
light to fall realistically on complex objects 
such as trees or flowers. What this means 
for you is that games played on a Fury 
MAXX will look a whole lot less authentic 
than, say, when played on an identical 
system with a GeForce 256. 

However, all is not lost. Given a suitable 
leap in processing power, it's quite feasible 
that the complex scenes handled by the 
NVIDIA card's intemal T&L engine could 
instead be handled by the CPU in Fury MAXX 
systems. Remember, all these 3D gizmos are 
there to ease the strain on your motherboard, 



but if your motherboard is beefy enough to 

take the punishment then the strength of your • 

graphics card isn't quite so vital. j 

THE DETAILS I 

HARDWARE RAGE Fury MAXX ; 

MANUFACTURER ATI Technologies ! 

WEBSITE www.ati.com i 

OUT January 2000 j 

PRICE £199 ' 

j 

THE GOOD BITS 

O Dual 1 25MHz RAGE PRO chips on a single 
board 

O 32Mb graphics memory dedicated to each 

chip ' 

O APR technology to raise fill rates and 

bandwidth ! 

O 32-bit rendering j 

O 2D resolutions up to 1 920 x 1 200 i 

THE BAD BITS j 

O RAGE Fury drivers were dreadful. Will future ] 

versions be any better? I 

O The MAXX is really just a potpourri of 1 

current technology I 

O RAGE branding pales alongside the likes of j 

TNT and Voodoo i 



O Microsoft's 
Baseball 2000 
ranning in DualHead 
mode. The benefits 
are obvious, but will 
ottier developers 
ttiink so? 




112 



PCZONE 2U00 #86 



G400 I 



MATROX 



Alttiough the 
Matrox G400 MAX 
has been available 
for a few months 
now, DualHead games are still thin 
on the ground. Can two monitors 
be the way forward? 

Unique to the Millennium G400 series, ttie 
DualHead display feature enables a single 
card to support two separate monitors. 
Although nothing new to Macintosh owners 
(the MacOS has supported a similar system 
for around 15 years), it's a pretty 
revolutionary gadget for the home gamer. 
You can also plug in your lounge telly and 
use that as the secondary display. 

But why, you ask, is this of any use? 
Well, stop a minute and consider the 
benefits of two monitors. In a strategy 
game such as Red Alert, you could gain a 
significant advantage in being able to see 
twice the area of ground as you could see 
before. In an action game such as Unreal 
Tournament, you could have one monitor 
keeping an eye on your team-mates. 

BRING ON THE GAMES 

It's a nice idea, and already there are a 
number of developers knocking out titles 
that take advantage of the funky DualHead 
system, with Extreme Wing Chun VR, 
Baseball 2000, Off Road an6 Descents 
being fine examples. Our only worry is that 
it'll simply turn into just another nice idea 
that very few people are aware of and even 
fewer actually use, because it doesn't have 
the 3Dfx logo on it. This is exactly what 
happened to the Gravis UltraSound, a 
tremendous old sound card that was 
doomed from the outset because it wasn't 
a Sound Blaster. 

The G400's other features, such as a 
360MHz RAMDAC and bump mapping, lift 
the card from the crowd but don't endow it 
with sufficient stamina to win a fight 
against any of the other competitors 
mentioned here. The VoodooS will no doubt 
be more potent and more compatible, the 
Savage2000 should be at a better price, the 
RAGE Fury MAXX is faster, and the GeForce 
256 more feature-packed. There's also a 
question mark hanging over OpenGL 
compatibility - Matrox's own literature 
makes no mention of what is now the de 
facto standard for accelerated games. 

THE DETAILS 

HARDWARE G400 MAX DualHead 
MANUFACTURER Matrox 
WEBSrrE www.matrox.com 
OUT Now 
PRICE £250 

THE GOOD DITS 

O Single AGP card supports two separate 
displays 

O 32Mb graphics memory, 360MHz RAMDAC 
O Environment-mapped bump mapping 
O 32-bit rendering with Vibrant Color Quality 

enhancement 
O 2D resolutions up to 2048 x 1 536 



FUTURE PC 



FUN WITH PHYSICS 



A powerful graphics card is a must if you intend to enter the brave new world of HyperMatter 



Unthinkable only a couple of years ago, 
HyperMatter is a real-time physics- 
based animation system for your PC 
that enables objects to be rendered with 



*real world' physical properties. The 
downloadable, fully functional demos 
show how calculations and soft 
reflections bring any scene to life; they 



also prove the value of having a beefy 
graphics card, as such mathematics 
/ea/Zy thrashes your processor. 
www.hypermatter.demon.co.uk 





O Pick up a big letter 'H' and bounce it around a virtual room. 



O Squeeze, twist and twang Ronnie Reagan's head. 



DIRECTX 7 



The buzz you got from first seeing a Voodoo or 
TNT card in action is here again with Direct 

Microsoft DirectX is the graphics and multimedia API built 
into every Windows operating system. It gives game 
developers access to a broad range of hardware without 
the need to adapt their code to suit the hundreds of 
different video and sound card combinations. The most 
widely available version, v6, handles techniques such as 
environment-map bump mapping (you see it in titles such 
as Spirit Of Speed, where it's used extensively on the road 
surfaces), but not in the latest, more advanced stuff. 

DirectX version 7 introduces faster and better 3D 
visuals, better audio reproduction and, most importantly, 
support for transform and lighting (T&L). This means that 
the mm GeForce 256 and S3 Savage2000-i- will take the 
weight off your CPU and enable it to concentrate on more 
complex artificial intelligence routines and physics 
calculations. Curiously, 3Dfx's VSA-100 chip makes no 
mention of T&L technology. 

What this means is that if you have a game that uses 
DirectX 7 features to its full, and you're running it on a fully 
DirectX 7 compliant card such as the S3 Savage2000, you'll 
be in for a stunning rida Remember the time you saw your 
first Voodoo or TNT card in action and your Jaw bounced off 
your beer gut? Here we go again... 

Visit the Microsoft site to download the latest version 
and learn more, 
www.microsoftcom/directx 




Fully animated, this woman gesticulates with astonishing realism - 
even her hair flops about as her head moves from side to side. This 
is just the sort of thing you can expect from cards fully compatible 
with DirectX 7. 



MONEY MONEY MONEY 

Something for the millionaires among you 

Won the tottery? May we suggest a QuantumSD 
AAlchemy card? It features an improbable 32 - yes, that 
is indeed 32 - 3Dfx full-featured VSA-1 GO Napalm chips, 2Gb of video RAM, lOOGb/second bandwidth, and capacity for 
3.2 billion 32-bit, quad-sampled AA pixels each second. 

How much does it cost? Well, if you need to ask then you probably can't afford the asking price of £25,000 (excluding VAT). 
www.quantum3d.com 
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PLUS £600 OF gar 

That's right, one of the grandest PCs money can buy and 
over half a grand's worth of games vouchers, courtesy 
of mail order specialists gameplay.com 



Some have predicted that the days of high street shopping are 
well and truly numbered and that within a few short years 
we'll all be shopping online from the comfort of our own filthy 
hovels. It makes a lot of sense when you think about it. No 
queues to worry about. No brainless shop assistants trying 
to palm off suede cleaning products with every pair of shoes. No, 
everything can all be conducted on the telephone via a personal 
computer and a modem thingy, nice and simple. 

When it comes to buying games online, few companies are as well 
equipped as gameplay.com. Offering a ridiculous number of games at 
prices lower than your typical high street games store is only part of the 
service. News, reviews, forums, competitions and multiplayer gaming 
are all just a few mouse clicks away. There are no membership fees to 
worry about, each order is delivered First Class for free and you may be 
eligible for a free game with your order. If you don't believe us, check 
out www.gameplay.com. And if you do so before 10 February you'll have 
the chance to win one of the finest PCs money can buy; a Carrera Octan 
M650 Multimedia System worth £1500. Second prize isn't too shabby 
either - £400 of gameplay.com vouchers for you to spend on games and 
peripherals, plus two runners-up will each win themselves £100 worth 
of gameplay.com vouchers. 



HOW TO WIN 

To win this fabulous PC you'll need access to the Internet. Go to the 
gameplay.com website and click on the 'Reader Reviews' icon on the 
left-hand side of the screen. There, in 200 words or less, we want you to 
tell us what your game of the millennium is and why. After your review 
don't forget to include your name, email address, daytime telephone 
number and your age. Most importantly don't forget to include reference 
number PCZ2K, just so we know you're a loyal reader. Good luck. 

O Terms and conditions: Only entries with ail the questions completed and 
received before the closing date will be entered into the prize draw. Winners will 
be notified by email. No cash alternative. Prizes not necessarily as shown. No 
correspondence will be entered into, gameplay.com 's decision is final. All the other 
usual competition rules, conditions and restrictions apply And all that Phew! 



AMD^ 




ItMon 



Carrera 



gameplaycom 

we're never beaten 



WIN! II PC FOI THE NEW MILLENNIUM COMPETITION 




splay.com VOUCHDe 

1ST PRIZE 

Carrera Octan M650 Multimedia System 



AMD AthlonT*" processor at 650MHz, 128Mb SDRAM, 13Gb hard drive, 8x DVD 
drive, TNT2 graphics, VortexZ sound card, 17in monitor, games bundle and two 
years on-site warranty. For full specifications check out www.carrera.co.uk 



£400 worth of 
gameplay.com 
vouchers 




RUNNERS-UP 

IWo runners-up will each win 
£100 of gameplay.com vouchers 
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Reviews and ratings for Downl 

lOOsof top games demos and patches 



latest 



Hints and Tips to perfect 

your gaming technique 



WARNING! Serious 
PC Games Zone 




FEATURING 
Z> Reviews 
oChat 
Z) Multiplay 
Z) Archives 
O Hints and Tips 
Z> Download 
ONews 



Zone web-site can feed your addiction to 



¥nvw.pczone.co.uk 



I www.gameplay.com 

^ play more pay less 




Free 1'^ Class Delivery Within The UK 

Money Back Guarantee 



>^ sales hotline 01 13 234 0444 

gameplaycom lines open 7 days a week : mon-fri 9-8 sat 10-7 sun 10-4 



shop online 24 hours a day... 7 days a week www.gameplay.com 



Europes Largest 
Online G>mmunity 
Beckons. 

Get your 
FREE 



online 
gaming 
cd 



' this 



EXCLUSIVE to 

gameplay.com! 

Includes playable demos 
of some of the latest best 
selling PC games, 
including Age Of Empires 2 
and Unreal Tournament. The 
cd also includes all the software 
you will need to make the best 
of your pc and modem... multi- 
player mayhem on Wireplay 
the online gaming community 

brought to you by 
gameplay.com 

FREE ONLINE GAMING: 
www.wireplay.co.uk 



buy 



Hirtf- 



Et O O k at* t'he sam« 
1tirr»«» OS a 

off f-He irot-ol!! 




Instant game libaiy 

a collection of classic gomes and 
edutainment titles at rock bottom 
prices! 

Uhra Higlit Rock- 

Flight Unlimited 2, Flying corps Gold, f22, FA- 
18 Korea, Fa- 18 Korea V3, Dawn of Aces, 
Ultra Fighters & Warbirds. 

Ar Combat - 

Air Warrior 2, Fighter Wing, Flight 
Unlimited, F22 Raptor, Apache, A-10 Cuba, 
Hind &Silent Thunder. 




Boys Complabon • 



Tonka Construction, Hot Wheels Car 
Designer, Small Soldiers, Magicians Secrets 
& Starshots. 



vjOi iipKiiion ' 



Barbie Ocean Discovery, My Little Pony, My 
Secret Diary, My Storyline & Starshot. 

Total Annilation, Unreal, Duke Nukem & 
data disks, Abes Exodus each or 

for any two!! 

Men in Black, Total Air War, Wargosm, 
Prem Mng 98, V-Rally each or any 

two for 

Insf^^t i ilrt|i*v llharv ^ 
o collection of must applications 
at rock bottom prices! 

Uhra RQck2 - 

Lotus Smart Suite, Simply Speaking Gold, 
Hutchinsons Enclopedia, First Aid 97, Kai's 
Power Goo, AND Route 97, Geoff Hamiltons 
Garden Designer, Formula 1 Encyclopedia, 
WinCheck It 4 & Schwarz Recipe Book. 



Uhra Racks - 



Lotus Smart Suite Millennium, DK Castle 
Explorer, Videowaves, Bodyworks 5, Family 
Tree Maker 2, Photosuite, Printmaster 7 
Pro,Dogz 2, Year 2K Detective & 
Scanworks. 



DORLING KINDERSLEY 

My first History Explorer £1 2.99 

My first Science Explorer £12.99 

My 1 ST Amazing Worid Explorer £ 1 2.99 

Encyclopedia of Science 2 £1 2.99 

Encyclopedia OF Nature £10.99 

Chronicle of the 20rH century. £1 0.99 

Childrens Dictionary £10.99 

Choose any Two of The Above and Pay 



We stock o hupe range of books 
covering everything from how to use 

your computer more efficiently to 
complete walkthroughs with hints and 

cheats on all your favourite games. 
The list below is just a taster, give us 
a call or check our website and we 
can help find the book you need. (we 
also stock books for all the console 
products as well!!) 

Hint Books 

Age of Empires 2 Inside £ 1 4.99 l^'U; .. VI . m ,, J3 

Ashefons Coll Offickjl Secrets .£14.99 ■f^^^'^Tlnl 

Drakan Official Guide £15.99 ■^mi 

Dungeon Keeper 2 Guide £15.99 mW^A 

Half-Life Strategy Guide £15.99 c^^^^ 

Indiona Jones Strategy Guide . .£15.99 
HomewoHd Official Guide £15.99 

Kingpin Official Guide £17.95 ^ikl 

Might & Magic 7 Strategy £ 1 5.99 ' tfW^ -^^iWffl 

MS Flight Sim 2000 Moves . . . .£14.99 

Pharaoh Strategy Guide £ 1 2.99 

Quake 3 Secrets & Strats £1 2.99 

Riven Unauthorised Secrets £6.99 

Settlers 3 Strategy Guide £1 5.99 

Seven Kingdoms 2 Guide £ 1 5.99 

Sim City 3000 Strats & Sols . . £15.99 

Star Trek New Worlds Gde £1 4.99 

SWAT 3 Official Strat Guide . . . .£12.99 

TA Kingdoms Prima Guide £ 1 5.99 

Tiberion Sun Unauth'd Gde £14.99 

Theme Pbri< Worid Off Gde ... .£1 2.99 
Tomb Raider 2 or 3 Official . . . £10.99 

Unreal Tournament Guide £12.99 

Windows '98 for Dummies £18.99 

SAVE WHEN YOU ORDER A HINT 

BOOK WITH A GAME AT THE SAME TIME!! 




We don't charge your credit card until your order is despatched... 



You should find gameplaycom to be the cheapest supplier of PC games in the country if you do find a better price, please 
ring us and we will do our best to beat or match it. Also, we offer a FREE 1 st Class delivery service and we don't charge for 
membership if you are buying by mail order so there are no "Hidden Charges". The PRICE YOU SEE is the price you pay! 

We try to stock every game available and if it's not in stock when you ring we should be able to get it for you fast. 

All items are fully guaranteed by both gameploy. co m and their manufacturers. Any product that becomes faulty within 
its warranty period will be replaced hassle free, quickly and efficiently 

Delivery time is normally within 48 hours (2 working days) and our packaging has been specially designed to ensure that your 
products arrive in perfect condition . 

Whatever your needs we can help you make the right choice. Our call centre staff are all game enthusiasts who do not make 
commission, so they can give you completely impartial advice. 

Remember, if you don't like it you don't hove to keep it so we moke sure 
we tell you the truth! 



If you are not absolutely ; 
delighted with your purchase 
for any reason you may return 
it to us and we will gladly j 
exchange it for you or send a 
refund. Simply ring for an 
authorisation number and \ 
return it to us by recorded 
delivery. (We would ask that I 
you return the item in perfect \ 
condition. Offer valid tor 48 | 



Money Back Guarantee - if you ckxi't Gke it don't keep it 



www.gameplay.com ^ 

tech support 0113 234 0999 mon-fri 11am-6pm gomepiaycom 



fax your order 0113 234 0770 or visit Open.... the shopping channel 




Take control of the Rebel 
Alliance or the evil Intergalactic 
Empire in this brand new strategy gar 
Lucasarts. With entire squadrons of > 
Y-wings and soldiers, or battalions of / 
Scout Walkers and Tie Fighters at you 
mand, Force Commander gives you 
Star Wars battles such as the escap 
Hoth and lets you fight them your way! 
full 3D graphics and an advanced 
control system, Force 
Commander lets you 
really feel the force! 



you really feel the 
force! 



so pre-order your new releases today! and avoid dissopointment 



2 FREE 

Games! 

Every time you place 
an order we will 
include 2 free games! 
There is a limit of two 
free gifts per week but 
no minimum order 
value to qualify. 

At the time of going to press, 
our list included titles such os 
Need for Speed 2, Worhommer 
Find Liberation, Creatures, 
Imperialism, Sim Isle, Lords of 
Magic ond many more... 

Please remember to 
ASK for your free 
gomes if you^X.l^'''^ 
wont them! 



b"y q n V wheel or , 

jOVS'^i<^l^ some 
t-ime OS a 

and y^C^ L4i ^^i^a^^i 

off fhe fot-cil!! ! 



nes A-Z 



Abomination.. 
AaiON Man .. 



£27.99 

......£15.99 

ActuaSocc»3 £9.99 

Accof Empiks £14.99 

Ag£ of Empiks Goid £20.99 

Mo« Emuks Data Disk £9.99 

Air Combat Paoc - Air Warwor 2, Fighter Wing, Flight 
Unlimited, IF22, Apache, A-1 0 Cuba, Hino and Silent 

Thunder all these m mist 

Alien Crossfire (Sid Meier's) £1 4.99 

Alien V Predator - £28.99 

Alpha Centauri 

Amiga Emuiator CD (1 00s or Amiga gamb) £1 2.99 

ArmoukdFistS £16,99 



Atlantis 2.. 
Aztec... 



...£26.99 



...£21.99 



Balow's Gate DD: Tales of Sworo Coast £9.99 

BAmEGROONO Eastern Front £14.99 

Battleground Western Front £24.99 

Battietech Meokommanoer...................... £1 7.99 

Battlezone £10.99 

Battiezone 2 

Beau Joilv Compiution 1 - Civilisation, Carmagedoon, 

Fl 6, Network Q, Earthworm Jim 

Beau Jolly Compilation 2 - Grand Prix, TRAhdPORT 
Tycoon, Pitfall, Interstate '76, Screamer Rally. 
Biggest Names Best Games - Need for Speed 2SE. Dark 



OuDi, Theme HospnAL, Dungeon Keeper, SiM2000 - 
Biggest Names Best Games 2 - FIFA 98, Need for Speed 
3, Die Hard Trilogy, Tiger Woods 99, LAPO Future Cop, 

& Trespasser 

Blizzard: Starcrah, Diablo & Warcrah 2 £36.99 

Blood 2: The Chosen - £21 .99 

Braveheart £27.99 



,..£23.99 



Brian Lara Crickh .. 

Bridge Master Classic £1 6.99 

Business Tycoon £22.99 

Bust A Move 4 £16.99 

C64CLASSIX- 3000 C 64 GAMES 

Caesar 3 £21.99 

Carmagedoon 2 ; 

Castrol Honda Superbikes 2000 £25.99 

aTz3 £9.99 

Championship Manager '97/'98 £9.99 

CHAiMPiONSHiP Manager 99/00 £18.99 

CHESSMASTER7000 £22.99 

Civilisation Call to Power £28.99 

CiviLiSAT>0N2:TEST0f Time 

Civ 2 * Settlers 2 ♦ Sim City 2000 £22.99 

Civilisation 2 * Command & Conquer £1 9.99 

Civilisation 2 £13.99 

Civ 2 Collection: Cmusation 2, Fantastic Worlds, 
CoNFLOS !N C(vusATiON & 2 Strat Guide ....£17.99 

Close Combat 2: A Bridge Too Far £1 3.99 

Close Combat 3: Russian Front...... £1 3.99 



QosE Combat Trilogy £26.99 

auED0 3 £19.99 

CouN McRae Rally £11.99 

Combat Flight Sim (Microsor) £20.99 

Command & Conquer £1 2.99 

Command & Conquer & Covert Ops £1 9.99 

C & C Red Alert, Arermath + Counterstrike £27.99 

C&C TiBERiAN Sun £29.99 

Commandos: Behind Enemy Lines £27.99 

Commandos: Beyond the Call of Duty £1 6.99 

CoNFLia Freespace Gold - Battle Pack £1 6.99 

CoNFLia Freespace Data Disk: Silent Threat £1 3.99 

Conflict Freespace 2 — 

Corsairs Sea Battu Simulations £19.99 

Creatures 2 £9.99 



Creatures Adventures 

Croc 2... 



...£23.99 
...£29.99 



Cutthroats £27.99 

Darkstone £19.99 

Dark VENGEANa ., £1 7.99 

Delta FoRa £14.99 

Diablo £9.99 

Diablo Hellrre: Ofrcial Data Disk £1 3.99 

Discworld £12.99 

DiSCWORLO NoiR - 

D0GZ3 £9.99 

Drakan 

Duke Nukem * Caribbean * Duke it out in DC £6.99 



Dune 2000 

Dungeon Keeper 2. „. 
DRIVER... 



£10.99 

£29.99 



Earthworm Jim 3D £16.99 

European Air War £16.99 

Expert Pool £19.99 

Extreme Biker £25.99 

Extreme Colleoion - Grand Ther Auto, Battlezone & 

Interstate '76 Nitro Riders (Ages 1 8+) 

Fl World Grand Prix £27.99 

Fl 6 Viper & Mig-29 Fulcrum £1 9.99 

F-18HoRNn £19.99 



FA-18E Super Hornet 

F22ADF.. 



£24.99 

...£22.99 



F22 Lightning 3 £16.99 

FA Premier League Footbau. Manager '99 £1 0.99 

FA Premier League Footbau. Manager 2000 £1 8.99 

Falcon 4.0 ~ £16.99 

Fauout £9.99 

FAU.0UT 2 

Faust £26.99 



FIFA Soccer '99.... 
Fighter Squadron... 



Final Fantasy 7.. 
Fleh Command.. 



£8.99 

...£28.99 



£16.99 

...£29.99 



Flight Unlimited 3 £29.99 

Footbau World Manager 2000 £1 9.99 

Ford Racing ......£19.99 



Don^t forgel to ask for your free games! when yw 



« sales hotline 01 13 234 0444 

gomepioycom lincs opeii 7 doys a week : mon-fri 9-8 sot 10-7 sun 10-4 



shop online 24 hours a day... 7 days a week www.gameplay.com 



SWAT 3 Close Quarters 

3D Strategy shooter 



"Fantastic graphics, blistering Al, ultra-realistic visunis " 



Using real life police 
tactics and weapons, 
command a 5 man team 
through hostage rescues, 
dignitary protection and 
suspect take downs. 20 
missions are available, 
all set in real locations 
from LA. 



Gabriel Knight 3 

Occult Adventure 



Theme Park 2 

Theme Park 'Up Em 



Rogue Spear 

Stratfgy 3D Shootfr 




The world famous series 
returns with on all new 
game engine. Now pre- 
sented in stunning 3D, the 
game once again follows 
Gabriel Knight as he seeks 
out the truth of another 
bizarre mystery. With an 
atmospheric soundtrack, 
beautiful graphics and on 
Gabriel Knight 3 is not to be missed 



One of the best selling games of 
time finally receives a long 
awaited sequel. Create the ulti- 
mate rollercoaster then ride it 
yourself in full 3D! Four different 
themes (eg Jungle) plus you can 
download additional attractions 
from themeparkworid.com. Keep 
your punters happy with ever 
nr>ore extravagant and dangerous 
rides! 



Daikatana 


■i£25. 


f 3D Shootfr 





Two deadly groups of international terrorists have 
formed an uneasy alliance the donger to the world's 
populotionis increased 
tenfold. Full sniper vj] 
support is included, 
plus a host of new 
weapons are available 
to help you assassinate 
your foes plus 
improved graphics, 
weather and explosion 
effects. Are you ready? 




Set across 4 different time zones, from andent Greece 
futuristic Japan, each with . 
their own individual 
weaponry, enemies and | 
missions, 
Daikcrtarxi aims I 
reinvent tfie 3D | 
genre. 
Incredibly I 
V a r i e d I 
wea pons 
and a strong plot with an incredible time 
travelling stocy will leave you breathless. 




Descent 3 




3D 360" SHOOTER 





Fifa 2000 

Ci Assic Football Sia 




The best selling football sim returns for its a 
outing, with a whole 
host of improved 
features. New team 
strips and stats, 
updated graphics 
and all new music 
ore just some of the 
many new additions 
to the popular 
series. 



nnual 



Half-Life Opposing Force 

3D Adventure shooter 



£18." 

rrp 24." 



An official expansion pack for the best selling 
Half Life, Opposing Force casts you as one of the 

government soldiers. ^ ^ 

A new alien race has r ^ J j 

appeared amid the ^ 
chaos, and it is 
down to you to deal 
with this deadly 
threat. Opposing 
Force shows you 
Half Life from a 
whole new angle! 




uake 3 

the godfather of V PERSON Shooters 



More quake 
nd this time it's 
urely multi-player, 
optimised for max- 
imum enjoyment 
across the internet 
of LAN 








Unreal Tournament 

3D SHOOTFR 


£23. 

rrp 34. 


1 



I Designed to recreate 
Itfie thrill of multiplayer 
I gaming for one player, it 
I has advanced artificial 
I intelligence to simulate 
I playing against devious 
I human opponents. 
I New modes of play 
I include Capture the 
I Flog and Assault, where 
pkjyers have to defend 
or attack a fortress. 35 brand new arenas, 3 new 
weapons and numerous snenarios to increase 
repkiy value, ^fbu can program how you want 
your computer controlled adversaries to react 
or behave wfien tfieir getting beaten to eas- 
ily. A perfect game for polishing your fir^t 
person shooter prowess. 

(Derro on our free cHine garnirig Cd) 




VA/o don't charge your credit cord until your order is despotrh<^H 



Fo«muwOne'99 

FOffSAKEN 



Gancstirs: Orgamseo Crime .. 



...£27.99 
...£12.99 
...£13.99 



Girls Compiuhon - BAmic Ocean Discovery, My Little 
Pony, My Secret Diary, My Storytime, Starshot .. 
GP500 £17.99 



Grandmaster Chess 

Grand Prix Legends 

Grand Prix World 

Grand Ther Auto... 



Grand Ther Auto London Data Disk .. 
GTA & London Disk Double Pagc . — 
Grim Fandango 



...£27.99 
...£19.99 



...£9.99 



...£24.99 
...£16.99 



Half-Life f'^ 

Half-Life Data Disk Opposing Forces £1 7.99 

Half-Life & Opposing Forces Data Disk 

Heavy Gear 2 £25.99 

Heretic 2 £13.99 

Heroes of Might & Magjc 3 £26.99 

Hidden & Dangerous £21 .99 

Hidden & Dangerous Expansion Paw £1 1 .99 

Hidden & Dangerous Double Pagc £25.99 

Homeworld L 

International Crickh Captain 2 £26.99 

Interstate '76 Arsenal £20.99 

INVICTUS £27.99 

I War Defiance £13.99 

Jack Nicklaus Golden Bear Chauenge £1 4.99 



Jagged Alliance 2 £24.99 

Jazz Jack Rabbit 2 £14.99 

Jazz Jack Rabbit Christmas Chronicles £1 3.99 

Jeu Kmgkt & Mysteries of Sith Data Disk £1 2.99 

Jedi Knight Dark Forces 2 £14.99 

Jimmy White's Snooker 2: Cueball 

Ki^Pifj £27.99 

Kings QutST^^S Ma^ £28.99 

Knights £28.99 

KO Boxing „ 03.99 

Lands OF Lore 3 £29.99 

Legacy of Kain 2: Sou. Reaver £27.99 

Ugo Chess £24.99 

...£22.99 



Lego Creator.. 

Lego Island 

Lego Land... 



£16.99 

£26.99 



Lego Racers £26.99 

Lego Rooc Raiders £26.99 

LeMans24HR £22.99 

Links LS 2000 £27.99 

Links LS Course Libraries 1,2, 3 OR 4 eachCI 3.99 

M25 Racer £16.99 

Machines l 

Magic & Mayhem £28.99 



...£17.99 



Mary King's Riding Star................... 

Mech Warrior 3 - £17.99 

Michael Owen's WLS '99 £23.99 

MiCROSonGotF'99 £13.99 



MicRoson MioTOWN Madness £27.99 

MiCROSOn PlNBALL AROkOE £1 7.99 

MiCROSon Return of Arcade £1 7.99 

MicRoson Revenge of Arcade £1 7.99 

MicRoson MoTocROss Madness £1 4.99 

Mig Alley „ £25.99 

Might & Magic 7 £28.99 

Mobil RAC Rally £22.99 

Monkey Island 3 £12.99 

Monopoly £14.99 

Monopoly 2 £27.99 

Monopoly Junior £1 4.99 

Monster Truck Madness 2 £33.99 

Mortyr £27.99 



MoTo Racer 2 
Motorhead .... 
Myst 



,.£24.99 



£17.99 

£18.99 

Myth 2 £9.99 

NASCAR 3 £25.99 

Nations £25.99 

NBA Live 2000 £29.99 

Need for Speed 4: Road Chauengc £28.99 

NextTetris £22.99 

NFL Madden 2000 £29.99 

NHL Hockey 2000 £29.99 

Nocturne £25.99 

Nomad Soul £27.99 

Operational Art of War £26.99 



Outcast £24.99 

OuTWARS £33.99 

Pandemonium 2 £1 3.99 

Panzer Elite £26.99 

Pga Nippenburg Euw) Data Disk £6.99 

Phoenix £26.99 

PoLia Quest Collection 1 -4 £21 .99 

Poiia Quest SWAT 3 £25.99 

Populous: the Third Coming 

Populous Data Disk: Undiscovered World £1 1 .99 

ProPinball:Big Race USA £16.99 

Puzzle Bobble 2 £1 3.99 

Quake Resurregion: Quake, Q Zone & Maliq £1 0.99 

Quake 2 £17.99 

lAKE 2 Data Disk: Juggernaut £1 2.99 

lAKE 2 Data Disk: Ground Zero £1 5.99 

lEST FOR Glory 5: Dragon Fire £25.99 

dutST FOR Glory Anthology £1 8.99 

Rage Of Mages 2 £26.99 

Railroad Tycoon 2 & Data Disk £25.99 

Railroad Tycoon 2 Data Disk £1 3.99 

Rainbow 6 

Rainbow 6 & Eagle Watch Disk Doubu Pack £22.99 

Rainbow 6 Data Disk: Eagle Watch £1 3.99 

Rally Masters £25.99 

RAYMAN2 £21.99 

Reah £28.99 

Redneck Rides Again £27.99 



Money Bock Guarantee - if you don^t like it don't keep it 



www.gameplay.com ^ 

tech support 0113 234 0999 mon-fri 11 Q m - 6 p m gameplay.a 



fax your order 0113 234 0770 or visit Open.... the shopping channel 




ROLEPLAYING ADVENTURE 



£14." 

rrp 54.98 



Traverse a huge landscape 
as you uncover your secret [ 
past. The story unfolds 
across 7 huge chapters, 
with missions and sub-plots. 
Guide your party of up to 5 I 
players or enlist some help I 
from allies on the internet. 
And if that's not enough 
then plunge yourself into more per- 
ilous missions with Tales from the Sword Coast, 
the official add-on chapter. (Not for the faint 
hearted) 




ROLLERCOASTER TYCOON 



Design and build your own I 
devilish rollercoasters, [ 
then create a park to put 
them in. Open food stalls, 
hire entertainers and plant 
gardens to create the uiti- f 
mate theme park. 

( Fancy an exclusive gameplay.com level? then pay a visit 
to our website, www.gomeplav ' 'uri where you can down- 
lood it!) 




Diablo II 

ROLEPLAYING ADVENTURE 



£27." 

rrp 34." 




One of the most eagerly anticipated 
games of all time is almost with us! 
Diablo brought role playing to the 
masses, with its easy to use con- 
trols and addictive gameplay, and 
Diablo 2 looks set to continue that 
tradition. With 4 separate acts 
spread across 4 CDs, 5 playable 
characters, a host of new spells, 
and an intricate plot with quests 
and sub quests to tackle, Diablo 
2 Is going to be a devil of a game. 



^gj^^i^ei^ouMne^^lease^toda^^^^^ 



Renc&ade Racers £25.99 

RfguiEM £24.99 

Resident Evil 2 £25.99 

Return to Krondor £24.99 

RfviNANT £28.99 



Rf-VOtT.., 

Rising Lands... 



£28.99 

...£14.99 



Risk £9.99 

RivtN(MYST2) - £17.99 

Rollercoaster Tycoon Aoocd Attraction Pack £1 2.99 

RuGRATS AovDmjRE Game £20.99 

SCRABRIE -...£24.99 

Sega Rally 2 £24.99 

Settlers 3 £21.99 



Seven Kingdoms 2.. 
Shaoomman.. 



Shadows OF the Empir[.. 
Shanghai Dynasty 

Shogo 

Silver 

Sim City 3000 

SiNisTAR - Unleashed..... 
Small Soldiirs.. 



...£25.99 
...£14.99 
£9.99 



£9.99 

£21.99 

£24.99 

IZi21.99 
...£19.99 



Spfca CD '98 (3000 Sncnm & C64 games) .. 

SpiRiTOf Speed - 1937 £26.99 

South Park Chef's Luv Shack £19.99 

South Park Rally £28.99 

South Park the Game £23.99 



Special Ok £9.99 

Spirit Of S«ed £17.99 

Sports Car GT £29.99 

Starcrah £19.99 

Starcrah Battuchest inc. do & Hint Book £28.99 

Starcrah Data Disk: Brood War £1 7.99 

Starcrah Data Disk: Stellar Forces £1 3.99 

Starlancer £28.99 

Starship Titanic ~ £23.99 

Starsiege & Triks Double Pack £30.99 

Star Trek: Birth OF THE Federation 

Star Trek: Captain's Chair £26.99 

Star Trek CouiniON £23.99 

Star Trek Deep Spaq 9 Companion £21 .99 

Star Trek ENCYaoPAEOiA £26.99 

Star Trek Generations £9.99 

Star Trek: Hidden Evil £19.99 

Star Trek Kungon Honor Guard £1 2.99 

Star Trek Omnipeoia .. > £9.99 

Star Trek: Star Fleh Academy £1 9.99 

Star Wars Monopoly Special Limited Edition £1 4.99 

Star Wars Supremaq £1 2.99 

Star Wars Episode 1 : Phantom Menace £28.99 

Star Wars Episode 1 : Racer £28.99 

Star Wars: Rogue Squadron £27.99 

Star Wars: X Wing Alliance £29.99 

Star Wars: X Wing Colleqors Series £22.99 

SupERBiKE World Champs £25.99 



System SnaK 2 

Tanktics 




...-£19.99 
.....£12.99 
.....£13.99 
...«£19.99 
.£12.99 



Test Drive 5 

The Golf Pro 

Thief Gold 

Tiger Woods ^99 Golf... 
TOCA Touring Cars .. 

TOCA Touring Cars 2 i 

Tomb Raider 2 "The Golden Mask" £1 2.99 

Tomb Raider 3 £19.99 

Tonic Trouble £22.99 

Total Awihilation Commander Pack £24.99 

Total Annihilation Kingdoms 

Total Heaven: Civ 2, Sim City 2000, Settlers 2 .£22.99 

Trickstyle £28.99 

Triple Puy Baseball 2000 - £29.99 

Trivial Pursuit 2 £1 7.99 

Tycoon Collection £22.99 

UEFA Manager 2000 - £25.99 

Ultima Online Second Age £29.99 

Ultimate Soccer Manager 2000 £28.99 

Ultra Flight Pack - Flight Unlimited 2, Flying Corps 
Gold, F22, FA-1 8 Korea, FA-1 8 Korea V3, Dawn of 

Aces, Ultra Fighters, Warbiros jui just 

Unreal - - 

Unreal & Return to Na Pau Data Disk £1 4.99 

Return to Na Pali Data Disk £8.99 

Urban Chaos ~ £27.99 



USAF £29.99 

Virtual Pool Hall £25.99 

Warcrar 2 1 50 EXTRA levels ♦ hint book £1 8.99 

Wargamer: Napoleon 1 81 3 £26.99 

Warhammer: Chaos Gate £27.99 

Warhammer 40,000: Rites of War £1 9.99 

Warzone 2100 £24.99 

Where in the World is Carmen San Diego £1 6.99 

World Cup '98 £9.99 

World Cup Crickh £29.99 

Worms Collection: Includes Worms2, Worms United, and 

Worms PiNBAU 

Worms 2 £10.99 

Worms Armageddon Collection - £1 6.99 

X: Beyond the Fronher 

XCom:Coll£OORS £15.99 

X Files: The Game £17.99 

X Wing v Tie Fighter & Balance of Power £1 2.99 

X Wing Alliance £29.99 

ZoRK Trilogy: Zork Grand Inquisitor, Return to Zork and 
ZoRK Nemesis £24.99 

Microsoft Flight Sim '98 & World of Flight. ...£1 4.99 

MicROSon FiiGMT Sim 2000 £35.99 

Scenery Disk Europe 2000 £26.99 

Scenery Disx 98 - Europe 1 , 2 or 3 £29.99 

Flight Shop V2- NOW for FS5.1 &FS6 £35.99 

FuGHT Sim FSFX V2 - Contains extra planes, sce>cry, 

sotKis ETC for FS5.1 , FS6 & FS98 £24.99 

747 IvTFRsiTic^Ai Pack 



Don^t forget to ask for your free games! whm 



sales hotline 0113 234 0444 

gamepioycom lincs opeii 7 doys a week : mon-fri 9-8 sat 10-7 sun 10-4 



shop online 24 hours a day... 7 days a week www.gameplay.com 



Planescape Torment 

RPG WITH A TWIST 



Waking up In the dty of Sigll 
you find yourseff scarred and 
with no memories. You have 
no idea who you are, your 
quest is to find out. With a 
huge dty and multiple 
planes to discover, all 
filled with magic and 
mystery. Another dassic 
from the makers of 
BaWurs Gate. 




Ultima Ascension 

3D RPG AOVFNTURF 



£29." 

rrp 34." 



Interstate 82' 


■ £28.'' 


Combat Driving 





Following on from the madness that was 
Interstate 76, again you take to the road in an 
assortment of dangerously insane vehicles, all 
armed to the eyeballs and 
ready for serious open 
, road conflict. 




Grand Theft Auto 2 

Driving Adventure 



Return to the world of 
Britannia for the( 
greatest adven- 
ture yet. A rich 
fantasy enviro- 
ment awaits 
you, as you 
journeyl 
througn 

Britannia interacting with over 200 
characters and battle 60 diffrent 
^monsters using 45 incredible spells 
and a huge selection of weapons. 







Crime doesn't pay... unless your playing 
. GTA2! Choose a shady character 
]and prove your worth to the bosses 
of one of the many gongs in the 
huge city. All the best bits of 
^the first gome have been kept 
with improvements for every- 
^thing 
" else. 



Dark reign 2 

3D pr.M TiMF Str,\tfc,y 




1 Featuring a full 3D ter- 
rain, day and night mis- 
Jslons with very diffrent 
Irules of engagement, a 
■slew of new fully 3D 
lunits. You hove corrv 
jplete control over your 
Itroops actions with on 
'improved interface that 
allows for creation of squads controlled with tactical 
orders. The game comes with a complete integral 
map editor and multiplayer support. 



Star Trek Starfleet Q>mmand 

3D SPACE Combat 











1 


1 




Travel back in time to the greatest 
civilisation of all, the Egyptian 
Pharoahs. As a great Pharoah, 
you must build your town into 
a beautiful city, filled with 
pyramids, monuments and 
temples. Manage your 
resources well, build ever 
more impressive struc- 
tures, and try to tame 
the Nile, and perhaps 
you too will become 
as powerful as the 
Pharoahs. 



MS Flight Sim 2000 Std 

Flight Sim 



MS Flight Sim 2000 Pro 

Fught Sim 



The latest edition of Microsoft's best selling, highly 
realistic simulator is even more accurate than ever 
before, featuring a new 3D scenery system with 
improved textures and seasonal effects, 2 new air- 
craft - the Concorde and the Boeing 777-300, more 



their- ?n nnn 



Join the Starfleet for a 
30 year campaign rising 
through the ranks as you 
gain experionce and 
power. 100 unique mis- 
sions ore available to 
ploy, with over 50 differ- 
ent ships to control. 
Choose from Klingons, 
Federation, Romulons 
and more in an epic 
battle for the stars. 



/ • ^ I 



turing IFR proficiency 
training, an expanded 
manual and enhanced 
features, all designed to 
create a complementary 
program to run alongside 
formal flight training. 





'le world to fly to. 

Flight Sim 2000 

Pro is the most 
r(>Glistic simulo- 
'on of flight 
ivailable on any 
omputer system, 
he Professional 
ersion is an 
enhanced version 
of the game, fea- 



Wp Hon't charge your credit card until your order is despotrhpH 



FREE 1 N/IB 
MEMORY 
CARD 



/ITH EVERY 
>RDER FOR 
LAYSTATION 




DREAMCAST GAMES 

Dynamite Cop 2 £32.99 

Ecco the Dophin £32.99 

Formula 1 racing £31 .99 

House of the Dead2 X' 

Metropolis Street racer £32.99 

Millennium Soldier ( / 

Monaco GP Sim 2 £31.99 

NBA 2000 £32.99 

Pen Pen £32.99 

Powerstone £31.99 

Red Dog £32.99 

Sega Bass Fishing 

Sega Rally 2 £32.99 

)nlc Adventure 

)ul Caliber £32.99 

Ike the Bullet £32.99 

Trlclc Style £32.99 

Yirtua Fighter 3tb 

World League Soccer • 



PLAYSTATION GAMES 

AcT0ASoca«3 £12.99 

Anna Kournokova's Tennis £29.99 

Ape Escape £28.99 

Brian Lara Cricket £29.99 

Bust A Move 4 £25.99 

CiviusATiON 2 „...................£29.99 

CouN McRae Rally £18.99 

COAAAAAND & Conquer RED ALERT £1 7.99 

Command & Conquer Retauation £25.99 

Cool Boarders 2 £16.99 

Cool Boarders 3 £29.99 

Crash Bandicoot 3 £26.99 

Croc 2 £29 99 

Die Hard Trilogy £17.99 

Die Hard & Scorpion Gun £29.99 

Ding Crisis £29.99 

Driver ^ C'it .s y 

FIFA Soccer '99 £29.99 

Final Fantasy 7 £17.99 

Final Fantasy 8 £29.99 

Gran Turismo 2 £2<?.99 

Grand Theft Auto (18+) £14.99 

Grand Theft London Disk ............».»„.....£ 14.99 



Knockout Kings £18.99 

Legacy of Kain Soul Riavir £29.99 

LMA AAanager £29.99 

Medievil £18.99 

Mhal Gear Soud (15+) £2*? v 

Mission Impossible £2 7 vv 

Point Blank 2 £29.99 

Quake 2 £29.99 

Ridge Racer 4 ....... . . £26.99 

Ruorats 99 

Shadowman £29.99 

Silent Hill 

Star Wars Phantom MiNAa £29.99 

Syphon Filhr 

TiKKiN 3 £18.99 

Tenchu £14.99 

TiAAE Crisis £17.99 

TOCA Touring Cars £17.99 

TOCA Touring Cars 2 £23.99 

Tomb Raider £16.99 

Tomb Raider 2 £16.99 

Tomb RAiDtK4 

V Rally 2 

WWF AmTUDE £29.99 



For a more comprehensive list 
www.9amepl0y.com or coll Hie 



of console products and DVD titles visit our website 

soles hotline and ask for a free copy of our current catalogue 



Money Bock Guarantee - if you don^t like it cbn^t keep it 



www.gameplay.com \ 

tech support 0113 234 0999 mon-fri llam-6pm gamepioy 



the shopping channel 



I fax vour order 0113 234 0770 or visit Open. 



Logitech Wingman 
Gaming Mouse 

Includes 

Shogo Mobile " 
ArmourDivision 





LOGITECH WINGMAN EXTREME 

Featuring 7 programmable buttons, a smooth 
throttle slider, on 8 way hot switch and a twisHng 
for rudder control, the Extreme 3D is on eosy 
use ond very precise flight controller. USB 
X Jhws for quick ond eosy instoHo- 



WINGMAN FORCE 
FEEDBACK JOYSTICK 
8-way hot switch, 9 
buttons, high torque 
motors. The world's only 
immediate feedback 
precision 
joystick. 





racing driv< 
Feedback W 
performance 
fanati 
Mons 



SideWinder Force Fe< 
r.r.p £124.99 
SideWinder Preci 



High quoltty rocing wh«el with 
poweHFul force feedback 
feature lets you feel 
every bump! 
Wingmon Formula 
Force Feedbock 
p £129.99 



CH Game Card £25.99 

Gravis Analogue Pro Joystick £19.99 

Gravis Gamepad £8.99 

Gravis Gamepad **Pro** £19.99 

Gravis Xterminator Pro £27.99 

Microsoft Sidewinder *Precision* Pro... 
Microsoft Sidewinder Freestyle Pro..m 
Microsoft Sidewinder Force Feedback.. 
Microsor Sidewinder Gamepad Pro. 




I 



Hond-stitched replica Fl 10' steering wheel , 
self-centering and torque oction. Gear change I 
functions on steering column, 2 programmable! 
buttons. Durable plastic pedals. 

£49.99 




X36 Flightstic k & Throttle Pack 

Unarguably the best 

BUNDLE available! 

Excellent reviews from 
all magazines, every 
feature conceivable - 
call for more info 



Saitek sp550 

NEED A PAD AND A JOYSTICK ? 

The best of both 
worlds, a fully 
\j functioning 

CAMEfAD OR A 
HIGHLY FEATURED 
JOYSTICK WHEN 
CONNECTED TO THE 
PAD 



£22." 





Cyborg 3D Stick 

LEFT OR RIGHT HANDEd!! YoU ChOOSE 


£34." 

rrp 49.' 





SO pre-order your new releases today! and avoid dissopointment 



BudgetGames A-Z 

AtOCu«A €9.99 

Ak'sExooous £6.99 

AOOOON PiNBAU. £9.99 

Armoured Fist 2 £9.99 

Atari Arcade Hits 2 £6.99 

BAniE Isle 2 & Data Disk £9.99 

BAmESHiP £9.99 

Bedlam & Bugrider Double Pack £5.99 

Best of series - Men in Buck 

Best of series - Premier Manager 98 

Best of series - Total Air War 

Best Of series - V Rally 

Best Of SERIES - Wargasm 

OR GET ANY 2 FKOM mE Best Of S£RIES FOR JUST 

BnRAYAL IN Antara £9.99 

Boggle £7.99 

Broken Sworo/Broken Swro 2 each £9.99 

Caesar 2 £9.99 

an £7.99 

Chronicles of the Sword £8.99 

Civilisation £9.99 

Civil War General 1 or 2 £9.99 

Cluedo £9.99 

Conquer the Skies £9.99 

Conquest of the Empire £7.99 

Creatures Gold £1 3.99 

Cyberstorm 2 £9.99 



Dark Eye £8.99 

Dark Omen: Warhammer 2 £1 3.99 

Dark Reign £9.99 

Deathtrap Dungeon £1 0.99 

DESTRuaioN Derby 1 or 2 each £1 3.99 

Duke Nukem 3D & 2 Data Disks £6.99 

Dungeon Keeper Gold £1 3.99 

Extreme Power Pack 2 Tomb Raider, Z, FIFA '97 ...£9.99 

Fade TO Black £9.99 

FIFA '99 f 

Final Doom £9.99 

Flight Unlimited 2 £10.99 

Future Cop LAPD2100 £9.99 

Gabriel Knight 1 &2 each £13.99 

G-NOME £3.99 

Grand Prix 2 £10.99 

Grand Prix Manager 2 £1 0.99 

Hardbau 6 £7.99 



Harvest of Souls 

Heavy Gear ». 

Imperium Galactica 

Interstate 76 

Jonah Lomu Rugby — 

Kings Quest 7 ^ 

KKND Extreme.. 



Knights & Merchants.., 
Lands OF Lore 2.. 



£9.99 

£9.99 

.....£9.99 

£9.99 

,..£11.99 

£9.99 

......£7.99 

.„...£9.99 



,..£8.99 

LaamsPamtbah-^No More Levmngs-^LikmncsCI 4.99 



Little Big Adventure 1 or 2 £1 3.99 

Lords Of Magic £9.99 

Ml TankPiatoon2 £9.99 

Magesiayer & Maximum Force Double Pack £7.99 

Magic the Gathering (Microprose) £1 0.99 

Masterpieces of Infocom £9.99 

Masters Of Orion 2 £9.99 

Masters Of Orion 2 & Civnh £1 2.99 

Mech Commander Gold £9.99 

Mech Warrior 2 or MW2 Mercenaries .each £9.99 

MIA & NAM DouBii Pack 

Micro Machines 2 Special Edition £9.99 

Micro Machines 3 - — £12.99 

NASCAR Racing & Track Pack £9.99 

NASCAR 2 £10.99 

Network 0 Rally £9.99 

Nightmare Creatures £9.99 

Oddworlo: Abe's Oodysee £1 0.99 

Outlaws £9.99 

Outpost 2 €9.99 

Panzer General €9.99 

Pete Sampras Tennis ~ €1 1 .99 

PGA European Tour €11.99 

Phantasmagoria 2 £13.99 

POD Gold (Includes extra tracks) £1 3.99 

Police Quest SWAT £9.99 

Poua Quest SWAT 2 f • -^^ 

Quake €9.99 



Recoil 

Red Baron 2 

Resident Evil .... 
Road Rash.. 



-.£9.99 
...£9.99 
...£9.99 



..€1199 



Scorcher €4.99 

Sensible Soccer World Cup "98 Edition £9.99 

Shadow Warrior £14.99 

Sid Meier's Gettysburg €1 3.99 

Sierra Sports Golf €9.99 

Sim Tower €7.99 

Star Trek: Next Generation A Final Unity €9.99 

Syndicate Wars €13.99 

Theme Hospital €13.99 

Theme Park €13.99 

Tomb Raider & UNfiNisHED Business €12.99 

Top Gun €9.99 

Total Annihilation ' 

Total Annijilation & Battle Tactics Disk €9.99 

Transport Tycoon & World Editor €9.99 

Ultima 8 €13.99 

Ultimate Soccer Manager 2 €9.99 

Ultimate S«cer Manager '98/99 Season Ed £9.99 

Unreal 

ViRTUA Cop/Virtua Fighter each £13.99 

Wing Commander 3 €8.99 

X Com: Apocalypse £9.99 

X Com: Terror From the Deep €1 0.99 

ZoRK Grand Inquisitor €9.99 

ZoRK Nemesis €9.99 



Don^t forget to ask for your free games! when you 



sales hotline 0113 234 0444 



Interactive 

n.. 





DORLING KINDERSLEY 

Atias of the Solar System £24.99 

Bananas IN Pyjamas £15.99 

CaSTI£ EXPLOREfVDNOSAUR HUNTtR BUNDlf .£24.99 

Chronicle of 20rH Century £21 .99 

Encyclopedia of Nature 2 £22.99 

Encyclopedia of SoENa 1 /Nature 1 each £ 1 2.99 

ENCYaOPEDlA of SCIENCE 2 £22.99 

Encyclopedia of Space & Universe £24.99 

History Explorer Activity Pack £ 1 7.99 

History of the World 2 £23.99 

I Idve Spelling/Math^Science £1 7.99 

My First Amazing World Explorer 2 ... £ 1 7.99 
My First Incredible Amazing Dictionary 2 .£ 1 7.99 

Redshift 3 £22.99 

Science Explorer Actmty Pack £ 1 7.99 

Ultimate Human Body 2 £23.99 l^,!*!^ '* |- 

Virtual Reality Dinosaur Hunter £17.99 

World Explorer Activity Pack, £ 1 7.99 " 



Acacia GCSE Revise and KS3 Test for success 
Each pockage can be customised to suit different 
levels of ability and allow you to select the appro- 
priate exam board and syllabus. Ail are written by 
proctising teachers. Our most highly recommend- 
ed range of education aids. 




BiyLaaming LxxMv 




p> . ■■ * ■. . 




EACH £15.99 
each £15.99 



Di:Nt'i iNFERACTIVE PRODUCTS 

101 Dalmations print studio... £2 1 .99 

101 Dalmations story book £24.99 

101 Dalmations Interaqive Coll....£24.99 

Aladdin activity centre £24.99 

Bug's life activity centre £24.99 

Bug's life print studio £21 .99 

Disney classic games collection.. £24. 99 

Disney magic artist £17.99 

Hercules action games £29.99 

Hercules animated storybook . .£28.99 

Hercules Interactive Coll £24.99 

Hercules print studio £26.99 

Hunchback topsy turvy gamepack £28.99 

Lion king activity centre £24.99 

Lion king animated storybook. .£24.99 

Lion king collection £24.99 

Little mermaid story studio ... £24.99 

Mickey & crew print studio £24.99 

Mulan story studio £24.99 

Pocahontas animated storybook £28.99 

Tarzan Action Game £24.99 

Tarzan Activity Centre £24.99 

Timon & pumbaa typing £24.99 

Toy story activity centre £24.99 

Toy story animated storybook. £24. 99 
Winnie the pooh print studio ..£28.99 
Winnie the pooh storybook £28.99 



MICROSOFT RRP OFFER 

Microsoft 3D Movie Maker£29.99 L 1 4.99 

Ai/ro«oun'99 £5999 £50.99 

Dangerous Creatures £29.99 £ i 0.99 

Enwrta World Aras 2000 £29.99 £23.99 

Encarta 2000 Standard . . . £29.99 £17.99 

Encarta 2000 Deluxe £6999 £48.99 

Greetings 2000 £29.99 £24.99 

AtoNEY2000 £29.99 £25.99 

Money 2000 Rnanoal Sun £49.99 £40.99 

Office '97 Pro £399.99 £149 99 

Office 2000 Pro Upgrade £299.99 £249 99 

Pius (For Window5'98) £49.99 £35.99 

PuBUSHER'95 Deluxe £79.99 £34 99 

Stuoemt Office "97 £119.99 

Student Pubusjcr £49.99 £39.99 

Student Works £49.99 £39.99 

Windows '98 *FullVersiOn*£ 149.99 £89 99 

Wine Guide £49.99 £10.99 



£18.99 

\: 

First Aid '98 fOR Windows '95 i-^C; 

First Aid Deluxe '97 for Windows '95 £29 

McAfee ViRusScAN V3 £24 

Norton Antivirus 4 Goto £24 

Norton Utiuties V4 £42 ' 

Norton Utiuties Gold £25 ' 

NUTS& Bolts £19 < 

That's What I Qll Help! - First Aid '97, 
Norton Antivirus, WmoELfTr, Powerofsk, 
Handyman 

IWIZTlHMKAIllKlMMi 




OlJAM(iSE....ElCH £14.99 

Ungual AssmMfT (TiANsiAToi) Easiy TUNSiAiES ooa^^ 
into Gbman, SiwcH o« Iwuan Emn £26.W 



.£13.99 
..i2Z99 



.£«.99 



..£14.99 
..£2299 



Cuo< Art 40,000 

Cuoc Art 125,000 

Cua Art 300,000 DVD... 

CoRaDR4w4 

DwaEJZ 

R*tU £21.99 

Encyclopaedia Britannica 2000 Standard 124.99 

ENacLOPAEDiA Britannica 2000 Deluxe 139.99 

ENaCLOPAEWA Britannica 2000 DVD £54 99 

Famiy Tree Maker V5 Deuwe X33.99 

FuGTOWER Range ito\ £5.99 

HuTCMNSONS Encyodpedia "97 i8.99 

M*MS T£>0€S Typing V8 £23.99 

...£9.99 




Ordnance Survey Map of GB 

Oxford Interaone Engodwedca 119.99 

Simply Speakng God £24.99 




^ ORDER WITH CONFIDENCE from one of Ihe 
I largest gomes supplier in tfie country. Over 
315,000 customers so for! 

.' 1 St class delivery free of charge to UK 
( moinlard. We provide tfie FASTEST delivery 

service around: 2 woridng days max on stock 

items. 

(please allow 8 vwxWng day^ for cheque 
clearance) Next woHtir»g day delivery from 
£4. Orders placed before 3prn are sent 
tfie same day (subject to stock). 

i lOOO'S OF TITLES. We also stock games 
/ond accessories for Sony Ploystotion, 
Dreomcast, N64 & otfier consoles. 

/ Otfier companies may take your MONEY 
] immedkitely but witfi gomeplay. com you 
will be safe 

knowing that your credit card will not be 
debited until your order is despatched! 

I Order by credit card, cheque, Postol Orders 
I or cash (please send cosh in a registered 

envelope for your own protectkm) 

Sorry, no COO. 



PLCASe CALL ro CONfIRM PRICIS AND AVAILABILITY BlfORC ORDERING AS SOMf /TfMS MAY Bf LimiTED STOCK AND PRICCS ARE SUBJECT TO FLUCTUATION 




^5<Cut out this order form and post to: 
GAMEPUY, ENTERTAINMENT HOUSE, 
OIOSS CHANCZLLOR STREET LEEDS, LS6 2TG 



Item description 



Price 



Name:... 
Address; 



..Have you ordered before? Yes / No 





Postcode : . .. .."v^T. . . . v<C Signature : 

Tel: :i Fax: 



CashD Cheque □ Postal Order □ CardQ m Q 





£ 




£ 




£ 




£ 




£ 


Optional ixmiss cmiqui cuAiANa. If you arf 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PIEASE ADD £1.00 HERE FOR EXPRESS CLEARANCE* 


£ 


AMiooe is m ford! gomes shipped within ihe UK. pop 
Opiionol NBCT day DEUVEKY ovoitable: C4 00 for Itf ' 
item ptus £1.00 for eoch subsequent item. YfXTAl 
(>enea$ posioge C2 50 per softwore Item IV/IML 


£ 


£ 



Cheques payable to 'Gameplay'. 

Prices correct at time of going to press E & OE. 



^ARD No. □□□□□□□□□□□□□□□□□□ Expiry Date nn/nn Issue No. 

* UMPORTUNATCL)^ tXFRiSS CHSQUi CLiARANCt CANNOT U USffO FOR BUILDING SOCICTY CHiQUCS 

Gameplay is a trading name of gamepltiy.com pic 



Sent to press 14/12/99 



Money Back Guarantee - if you don^t like it don't keep it 



www.ni3Xllll-magaziiie.co.uk 








READ ALL | 
About ~ 1 
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News & Sport 
Albums 
Movies 



Competitions 



I 



Maxim Quiz 




Think you know all about pop culture? Take the Maxim Culture 
Quiz and win a year's subscription to the magazine 



MORE 
GREAT STUm 

• On-line Dating 

• Events Guide 

• News & Sport 

• Shops On The Net 

AND MUCH. MUCH 
MURE.. 




ON THE CD 



ONTHEl 




This month we've 
got the incredible 
Quake III Arena anA 
SIIMrj, plus the 
usual fab selection 
of patches and stuff 



O WORDS Mark Hill DISCMEISTER Daniel Emery 



CD trouble? Don't worry - 
phone our helpline and sort 
yourself out pronto! 

CD-ROM HELP Phone ABT on 
01708 250250 any weekday between 
9.30am and 5pm, and Saturday from 
10am to 2pm,orenianpczone# 
alit-neLdenion.co.ul(. Please do NOT 
phone the PC/ONL office. I hanks. 




DEMOS + SHAREWARE 



BEF0REY0UDIAL...Ifyouar8 
calling the helpline, please take 
note of the following points: 

O If possible, have your PC operaDng 
and near the phone wfien you call. 
O If this Is not possible, note down all 
relevant information - ie system type, 
sound card, RAM and so on - plus the 
nature of the fault. 

O Make sure you have a pen and paper 
to hand when you call so you can jot 
down the relevant info. 



MINIMUM SPECIFICATION 



O You need at least a Pentium 1 33 
with 1 6Mb RAM to run the software 
on this month's CD-ROM. 
O Many of the programs on our 
cover CD-ROM are designed to run 
under Windows 95 and, as a result, 
some of them may require a 
Pentium 166 with 32Mb RAM to run 
satisfactorily. Please note that some 
games also require a 3D accelerator 
card to run. 

O Use the browser and menu 
system to see which demos are 
Windows 95, DOS and 3D 
accelerator only. 




n 




u IragflOd Stt Ipt 
p i aeo with 5 




Don't look now but.. 




2or5Lj| 



QU AK E III mm 




You've proliably never heard of this one. It's a 
game, you run around, you shoot things, you 
completely forget that the world around you 
exists as your adrenalin reaches OD levels. 
It's a bit good. It's Quake IIU We ahways 
knew it was going to be masshre and 
we ahivays knew it would be 
tremendous multiplayer fun. The 
question was: will a deathmatch-only 
single-player game be good enough? 
And, of course, how will it compare 
to Unreal Toumamenfi Well, you can 
either read our definitive review 
(page 84) or fire up this exdushre 
demo and find out for yourself. 



There are four maps for you to battle your way 
through against hots that can be piss-poor or 
sickeningly good, depending on what level you 
can stomach them. As a frightening insight into 
the minds of PCZONE, we can tell you ttiat we 
played DM1 7, also known as the 'jumpy level', 
until our pupils went into epileptic fits. It's the 
only demo we've played non-stop in the office. 
Until we got hold of the full version, that is. So, 
install the UT demo from last issue. Do the same 
with this one. Play them both to death. Decide 
which one you want to buy. We can't make it any 
easier for you than ttiat 

Controls: Mouse/keyboard 



126 PCZONE 



ON THE CD 





We can be heroes, just for one day... 



SWAT 3: CLOSE QUARTERSJUmE 



Sierra 

While everyone is stili blabbing on about Mdden & Dangerous and Rogue 
Spear, 5IV>ir J has crept in through the side entrance in stealth mode and 
taken confrol of the situation. The graphics are absolutely wonderful, but 
you won't even notice them once you're sucked 
into the engrossing gameplay. If you've ever 
wanted to boss people about, this is the 
game for you. 

You command a team of highly 
trained officers through an 
extremely intuithre interface, telling 
them where to go and what 
attitude to adopt. The mission 
In this demo has a group of 
kidnappers using a shop as 
cover for their operations. Break 
in, kill or arrest the teftorists and 
rescue the hostage. Sound easy? 
Well, remember it's different every 
time you play. You might start 
shooting straight away, or not find any 
enemies until you've sneaked down into 
the cellar. Pure tactical class. 



EXCLUSIVE 



Controls: Mouse/keyboard 




"Hey, they're playing 
Radiohead downstairs." 



Don't move! I've dropped a contact lens. If you help me find it I'll clean your weapon for you.' 




he 



begin 

Playing on the gameplay.com site costs nothing. It's fun and 
it's easy to get started. We'll give you all the help you need to 
get to the widest range of games and clubs on the web. 
Get into gameplay.com, now. And play. 

www.gameplay.com/wireplay 



\ 

gameplay.com 

we're never beaten 




www. computershopper .co.uk 



COiOBllTER 








QUICK SEARCH 

Enttr frodud Nan*: 

|l 




News 

Reviews 

Classifieds 

Competition 

Feedback 

Chat 



CHAT 

, Your technical 
questions 
answered 



ON THE CD 





EDITORIAL 




^S^^ We couldn't fit this stuff anywiiere else, so we've put it here 



CM3 update 

Savio's Championship Manager 3 updates are 
widely recognised as the best available on ttie 
Web. Here is ttie latest one, which includes 
transfers of players you*ve never heard of, and 



It should keep you going if you don't want to forfc 
out for CM99/00, anyway. 
Hot Shots 

Here are some beautiful shots for you to inject 
into your eyes, via your PC. This month we've got 



even teams and countries you've never heard ot Dulces Of Hazzard, Warcraft III and Parsaa 



PATCHES 



STAR TREK: 
HIDDEN EVIL 

Activision 

Set on the same planet as 
Insurrection^ but sue months 
later, Hidden £y// expands the 
film's plot with the introduction 
of forgotten alien races, weird 
devices and so on. You take on 
the role of a young ensign 
helping out Captain Picard and 
Data (voiced by the series' 
actors), shooting, Interacting 
with characters and sohnng 
puzzles. If action/adventures 
done in the Ttek style are your 
package, you'll find plenty to 
get excited about here. 
Controls: Keyboard 




URBAN CHAOS 

Eidos Interactive 
More action/adventuring as 
you try to rid a city of crime 
and violence by - you guessed 
it - using loads of violence of 
your own. Shooting, punching, 



FREE iNTE^/y^ 



kicking and driving are all part 
of the exploshre experience. 
You might notice a touch of 
Tomb Raider-'inq about the 
whole thing, but the city setting 
and the ordinary citizens make 
Urban Chaos surprisingly 
refreshing. 

Controls: Gamepad/keyboard 



Don't miss out on all the new patches that have been released. See our CD 
browser for explanations of what they do 



Abomination v2.6^ 

Age Of Empires II 

Age Of Wonders vl.1 

AMASupefbikeU 

Diplomacy vl.1 

Dungeon Keeper I1 1 .61 

Flanker 2.0 v2.01 

Freespace2v1.20 

Half-Life: Opposing Force 1il4l.1 



HomeworidYl.04 

Nerf Arena Dlastvl.1 

Panzer DitevLO? 

Rainbow Six: Rogue Spear v2.05 

Shadow Company vl.3 

Sinistar Unleashed 

SpecOpsllvl.1.1 

The Settlers III v1. 54 

¥l^rzone2100v1.10 




DELTA FORCE 2 

Novalogic 

If you find that SWAT 3 makes 
you think too much, you might 
prefer Delta Forc&s more 
straightforward approach. As 
with any military tactical game, 
you have a bunch of 
compadres to help you wipe 
out the opposition. There's no 
control over your team-mates, 
just the shoot-everything-in- 
sight gameplay more common 
to FPSs, in a real-worid setting, 
and with a choice of first and 
third-person views. 
Controls: Keyboard/mouse 



■ ^ 



SUPREME 
SNOWBOARDINQ 

Infogrames 

Games don't get any more 
spectacular than this faithful 
recreation of throwing yourself 
down a snowy mountain armed 
with nothing more than a plank 
beneath your feet. What raises 
Supreme Snowboarding above 
the usual fashionable teenage 
fare is the sheer feeling of 
exhilaration you get while 
racing down the slopes, and 
that's all ttiat matters. 
Controls: Gamepad/keyboard 




THE LONGEST 
JOURNEY 

Funcom 
The last of a dying breed? You 
won't get many chances to 
play point 'n' click adventures 
in the future, especially ones 
with the wonderfully detailed 
graphics and epic storyline 
that developers Funcom have 
injected into this titla There are 
different dimensions to explore 
and hundreds of characters to 
talk to, making this game Ihre 
up to its title like few others. 
Controls: Mouse 



FIFA2000 

Electronic Arts 
This is a new version of the 
demo you played last month, 
adding new, improved 
commentary and lots of hidden 
tweaks. It's everyone's 
favourite footie game, and if 
you haven't played a FIFA game 
in recent years we suggest that 
you try it out You'll be a fan for 
life, honest 

Controls: Gamepad/keyboard 





enemies 



Find them at gameplay.com. You'll get all the ladders, leagues, 
toumaments and competitions you could want. Plus the fastest 
connections to your favourite games - and to the deadliest human 
opponents. Get into gameplay.com, now. And prepare to do battle. 

www.gameplay.com/wireplay 



gameplay.com 

we're never beaten 



buy music manager and 
get £5 off any chart cd album 





excessive choice of games 



megastores 



DANGEROUSLY ENTERTAINING 



Applits to any album displaying chart sticker* 



ON THE en' 



ADDED EXTRAS 




JETBOAT 
SUPERCHAMPS 

Fiendish Games 

Jetboat Superchamps does for 
boat racing what Supreme 
Snowboarding does for, er, 
snowboarding. Gorgeous 
graphics and an incredible 
sense of speed combine with 
no-nonsense racing. Just 
watch the boat glide over the 
water and you'll almost believe 
it's real. 

Controls: Gamepad/keytx)ard 



they look as good as this one 
we should all count oursehres 
lucky. Colourful, arcadey 
blasting action is the order of 
the game, with lots of alien 
races, a dynamic mission 
campaign, and cunning enemy 
Al. The tide evokes names of 
wrestlers rather than theories 
about the beginning of the 
universe, but then Space 
Invaders always was 
something of a no-brainer. 
Controls: Gamepad/keyboard 



SID MEIER'S 
ANTIETAM 

Firaxis 

If you enjoyed Sid's Gettysburg 
strategy game, then this 
revisitation to more American 
historical bloodshed should set 
your red stuff racing. The 
battles take place on huge 
rotateable and zoomable maps, 
with massh/e regiments 
slaughtering each other for a 
parcel of land. Who said that 
war is senseless? 
Controls: Mouse 



BIG BANG 

Project2 interactive 

There are never too many 
space combat sims, and when 




PHOENIX 

Hasbro 

More space blasting, this time 
from Team 1 7, the makers of the 
classic IVonns series. Set in the 
middle of the new millennium, 
you take the role of Beck, a 
police officer in charge of 
saving the universe. There are 
loads of missions, and you 
progress through different 
routes depending on your skill. 
The sheer scale of this game 
should make it a winner with 
space combat fans. 

Controls: Gamepad/keytjoard 




TOTAL SOCCER 
2000 

iridion 

Anybody remember Sensible 
Wortd Of Soccer? Of course you 
do. And chances are you still 
dream of a return to the days 
when playability ruled above 
graphics and the ball didn't 




Check out this month's selection of tools and utilities 



DirectX 7.0 

Microsoft's latest drivers for most Windows 
95/98 games. 

TreeSize Professional v2.2 

A powerful and flexible hard disk manager 

EZDeskl.8 

Saves the position of your Windows 95/98 

desktop shortcuts and folders. 

Hypersnap-DX Pro v3.52.00 

The latest screen-capture utility, which can cope 

with DirectX/Direct 3D and 3Dfx modes. 

SciTech Display Doctor v€.53 

The latest release of the unh/ersal graphics card 

utility. 

Winzip7.0 

The ultimate zip utility for Windows. 
Ameol v2.52 

Brand new software for the excellent online 

service that is CUC. 

Kali951.68 

Latest version of the client software for playing 
games over the Internet 
GetRigtit 4.1.1 

Sahrage broken downloads. New verskm. 

ICQ 99b beta v 3.19 Build #2569 

Client software for the best online chat servk^e in 

the worid. 

MPIayer 

Excellent free online gaming software 



DUN Manager 1.2c 

Simplify and enhance Dial-Up Networking and 
Remote Access Terminal 
FTP Explorer 1.0010 
£jrp/orer-type FTP interface 
Roger WilcoMkl.la 

A virtual walkie-talkie app that runs alongside 
your favourite multiplayer online games 
PowerToys 

Useful add-ons for your Desktop 

Adobe Acroliat Reader 4.0 

Read Adobe documents with the latest version. 

Very useful for colourful manuals. 

Frees UK 

Sign-up files for this free ISP 
mlRC5.6 

Latest version of the Internet Relay Chat ORC) 
software. 

Windows Media Player 

Play the Web's coolest audio and video. 

Gamespy2.17 

Fire it up and It'll find the fastest servers playing 

all your favourite games. 

NeoTrace2.11 

A high-speed graphical traceroute with 
Integrated who is and ping. 
PingTool 2.5a 

Helps you find the best online game servers on 
the Internet 



stick to your player's feet. Well, 
wake up and start playing Total 
Soccer 2000. The players might 
be absolutely tiny, but with the 
exorbitant resolutions 
supported you'll still make ttie 
most of your ninja PC. 
Controls: Gamepad/keyboard 




LEGO RACERS 

LEGO Media 

No, don't laugh. The small, 
square-shouldered people 
make it on to the race track 



and ghre Mario Kart M a run 
for its money. If nothing else 
you can cast a fond eye on 
those Lego-loving childhood 
memories. And you don't have 
to build them first 

Controls: Gamepad/keyboard 

ACES HIGH 

HiTech Creations 
Online high flyers will be 
delighted with this new 
version of the WWII fiight 
Sim. Anyone who's flown 
against real people in the 
past will know that Alls 
nothing compared to shooting 
down a living, thinking being. 
Or, if you can't find any of those, 
Americans will do just fine. NB: 



If ttie game won't start property 
then you may need to have a 
joystick plugged in. 

Controls: Joystick/keyboard 




_XOu'llJbe_bacl<ll 



FREE 



Gameplay.com is the site you'll want to come back to. 
^ It's easy to connect to the UK's best online games 

-ViV^^^^ community. And the human opponents are the hardest 

around. Get into gameplay.com, again and again. 

0 www.gameplay.com/wireplay 

Wircploy gameplay.com 

nOW-Ot There is no charge for playing games on the gomeploy.com website, 

QQ fYlSplOy.COm however you will be responsible for call charges (from 1 p per minute) 



we're never beaten 



2 DC games for £50 or £29.99 each 



TIDERIAn 




n I [ I s 

VERSUS 

PRFPATRR 




2 for £50 offer also features playstation and n6A games 



excessive choice of games 





DANGEROUSLY 
ENTERTAINING 



megastores 



Offer only applies to stickered rtems. While stocks last. 




ABOMINATION- 

THE NEMESIS PROJECT £25.99 

AGE OF EMPIRES GOLD £23 99 

AGE OF EMPIRES 2 £28.99 

ALIEN CROSSFIRE - 

ALPHA CENTAURI ADD ON £18.99 

ALIEN VS PREDATOR £28.99 

ALPHA CENTAURI £26.99 

ALPHA CENTAURI + ALIEN CROSSRRE . £35.99 

ANNO 1602 £25.99 

AXIS & ALLIES £24.99 

BAHLEZONE 2 £27.99 

BRAVEHEART £27.99 

"064 CLASSICS INaUDING 

13,000 GAMES" £11.99 

CHAMPIONHSIP MANAGER 3 £22.99 

CHAMPIONSHIP MANAGER 99/2000 . . . .£22.99 

CHESSMASTER 6000 £19.99 

CIVILISATION 2 TEST OF TIME £24.99 

CLOSE COMBAT 3 £28.99 

C&C TIBERIAN SUN £28.99 

CODENAME EAGLE £26.99 

COMMANDOS AMMO - 

BEHIND ENEMY & CALL OF DUTY . . . .£25.99 

CONFLICT FREESPACE £23.99 

CONFUCT FREESPACE 2 £26.99 

DAIKATANA £27.99 

DIABLO 2 £27.99 

DIPLOMACY £26.99 

DISCWORLD NOIR £26.99 

DRIVER £27.99 

DUNGEON KEEPER 2 £28.99 

F22 LIGHTENING 3 £27.99 

FA PREMIER LEAGUE ALL STARS £27.99 

FA PREMIER MANAGER 2000 £18.49 

FALLOUT 2 £28.99 

RFA 2000 £28.99 

FORD RACING £24.99 

FORMULA 1 99 £22.99 

GABRIEL KNIGHT 3 £26.99 

GRAND PRIX LEGENDS £19.99 

GTA 2 £27.99 

HALFUFE £24.99 

HALFLIFE - OPPOSING FORCES £19 99 

HALFUFE & OPPOSING FORCES £39.99 

HERETIC 2 £10.99 

HOMEVI/ORLD £27.99 

HIDDEN & DANGEROUS 

+EXPANSION PACK £27.99 

HIDDEN & DANGEROUS 

-EXPANSION PACK £12.99 

IMPERIUM GAUCTICA 2 £27.99 

INDIANA JONES & 

THE INFERNAL MACHINE £27.99 

JANES UNITED STATES AIR FORCE £28.99 

KINGPIN £27.99 

LEGACY OF KAIN - SOUL REAVER £26 99 

"LEGO LTD EDITION - LOCO. CREATOR 

& CHESS- £29.99 

MIDTOWN MADNESS £27.49 

MORTYR £26.99 

MS BASEBALL 2000 £16.99 

MS FLIGHT SIM 2000 (STANDARD) £35.99 

MS FLIGHT SIM 2000 PRO £47.99 

MOPPET TREASURE ISLAND £25.99 

NASCAR 3 £25.99 

NATIONS FIGHTER COMMAND £25 99 

NEED FOR SPEED 4 

ROAD CHALLENGE £28.99 
NOCTURNE £27 99 

NOMAD SOUL £26.99 

PANDORAS BOX £18.99 

PANZER ELITE £25.99 

PGA CHAMPIONSHIP GOLF £24.99 

PHARAOH £26.49 

QUAKE 2 MISSION PACK - 

THE RECKONING £17.49 

QUAKE 2 QUAD DAMAGE £21.99 

QUAKE 3 ARENA £28.99 

RAILROAD TYCOON 2 £24.99 

RAINBOW 6 GOLD PACK £21.99 

RAYMAN2 £24.99 

REQUIEM - AVENGING ANGEL £28.99 

REVENANT £28.49 

ROGUE SPEAR £26.99 

ROLLERCOASTER TYCOON £19 99 

POOLER TYCOON 

ADDED AHRACTIONS £12.99 

SEGA RALLY 2 (NEW) £23.99 

SEnLERS3 £21.99 



SEVEN KINGDOMS 2 £25.99 

SHADOWMAN £25.99 

SIM CITY 3000 £24.99 

SIN £2199 

SOUTH PARK - CHEFS LUV SHACK £19.99 

SPEC OPS 2 £22.99 

STARCRAFT BATTLE CHEST INCLU 

BROOD WAR & HINT BOOK £26.99 

STARSIEGE UNIVERSE- 

STARSIEGE & TRIBES £25.99 

STAR TREK COLLECTION £22.99 

STAR TREK DEEP SPACE 9 

COMPANION £19.99 

STAR TREK - STARFLEET COMMAND . . £25.99 
STAR WARS - FORCE COMMANDER . . . .£28.99 

STAR WARS - ROUGE SQUADRON £27.49 

STAR WARS EPIS 1 - RACER £27.49 

STAR WARS EP1S. 1 - PHANTOM 

MENACE £27.49 

STAR WARS EPIS 1 - PIT DROIDS £18.99 

STAR WARS JEDI KNIGHT £19.99 

STAR WARS SHODOWS OF 

THE EMPIRE £19.99 

STAR WARS X-WING ALLIANCE £29.99 

SWAT 3 CLOSE QUARTERS £25.99 

SYSTEM SHOCK 2 (NEW) £28.99 

THE MODERN WARFARE COLLECTION INCL 

FALC0N4/M1 TANK2/ 

APACHE MAVOCK £24.99 

THEME PARK WORLD £28.99 

TITANIC ADVENTURE £13.99 

T0CA2 £22.99 

TOMB RAIDER 4 

THE LAST REVELATION £28.99 

TOTAL ANNIHILATION KINGDOMS £19.99 

TOTAL SOCCER 2000 £18.99 

TRICKSTYLE £28.99 

TUR0K2 £17.99 

ULTIMA ASSENTION £27.99 

UNREAL TOURNAMENT £27.99 

URBAN CHAOS £28.99 

WARZ0NE2100 £28 99 

XWING VS TIE & BALANCE OF POWER . £19.99 
"ZORK TRILOGY -INQUISITOR, 

RETURN TO ZORK & NEMESIS" £24.99 

BARGAINS 

BRAIN FOOD GAMES £14.99 

CHESS ADVANTAGE £14.99 

COLIN MACRAE RALLY £12.99 

CURSE OF MONKEY ISLAND £14.99 

DELTA FORCE £17.99 

DIABLO £12.99 

FIGHTER PILOT £11.99 

FORSAKEN £11.99 

GRIM FANDANGO £16.99 

HEROES OF MIGHT & MAGIC 3 

ARMAGEDDONS BLADE £16.99 

IF 22 PERSIAN GULF £11.99 

SIM CITY 2000 + THEME HOSPITAL 

SPEC ED PACK £12.99 

SOUTH PARK THE GAME £15.99 

THEIF THE DARK PROJECT 

GOLD PREMIER £13.99 

THEME PARK CUSSIC £11.99 

TOTAL ANNIHILATION £11.99 

TOTAL ANNIHILATION 

- BAHLE TACTICS £10.99 

WARCRAFT2 £10.99 

WARCRAFT 2 BAHLE.NET PACK £12.99 

WARCRAFT 2 + BATTLE NET PACK £19.99 

WAR6ASM £10.99 

WORMS ARMAGEDDON SPEC ED 

INCL PINBALL & SCRN S £16 99 

BUDGET GAMES 

AMOK £8.49 

ARCADE GREATEST HITS 2 £8.49 

BALLS OF STEEL £8.49 

BEDUM £8.49 

BLOOD 2 THE NIGHTMARE LEVELS . . . .£10.99 

BROKEN SWORD £9.49 

CARMAGEDDON £8.49 

CROC £9.99 

DARKVENGANCE £9.99 

DOOM TRILOGY £10.99 

DUKE NUKEM 3D £8 49 

DUNGEON KEEPER SPECIAL EDITION . . . £9.99 

F/A 18 HORNET £8.49 

FLYING CORPS GOLD £8.99 

FUTURE COP LAPD £8 99 

HERETIC £8.49 



KKND EXTREME + PLAYERS GUIDE . . . .£10.99 

KNIGHTS & MERCHANTS £9.49 

L0DERUNNER2 £8.49 

M JA MISSING INACTION £8.49 

MORTAL KOMBAT 4 £8.99 

MYTH 2 £9.99 

NAM £8.49 

-PACK - ODDWORLD. UNREAL. DUKE 

NUKE 3D. TOTAL ANNI" £19.99 

POWERSLIDE £8.49 

PUZZLE BOBBLE £8.49 

SENSIBLE SOCCER EURO CLUB ED £9.49 

TIE FIGHTER COLLECTION £9.49 

TOTAL AIR WAR £9.99 

UNREAL £8.49 

US NAVY FIGHTERS £9 99 

BUY ANY 4 GAMES FROM THE 
BUDGET RANGE FOR 29.99 

EDUCATION & ENTERTAINMENT 

BABYZ - VIRTUAL BUNDLE OF JOY , . £15.99 

BARBIE PARTY PRINT N PLAY £8.99 

BARBIE SCREEN STYLER £8.99 

BARNEY - UNDER THE SEA £18.99 

CATZ 3 - VIRTUAL PETZ AGE 2-100 ... .£1 1 .99 
CATZ 4 - VIRTUAL PETZ AGE 2-100 ... £13.99 
DOGZ 4 - VIRTUAL PETZ AGE 2-100 .. . £13.99 

FAMOUS 5 - TREASURE ISUND £16.99 

JUMP AHEAD 2000 RANGE AGES 1-7 . . £16.99 
MASTERS OF THE ELEMENTS 

AGE 8-102 £17.99 

ONLY FOOLS & HORSES 

COMEDY PACK £16.99 

SABRINA THE TEEN AGE WITCH - 

BRATAHACK £17.99 

SPOTS BUSY DAY AGE 2-6 £14.99 

STAR WARS EPIS. 1 - 

YODAS CHALLENGE £16 99 

THE GREAT GAMES COMPENDIUM £9.99 

THE GREAT GAMES COMPENDIUM 2 ... .£9.99 
THOMAS THE TANK ENG - 

GREAT FESTIVAL ADVENTURE £1 7.99 

WALLACE & GROMIT FUN PACK 2 £16.99 

WORLD WAR 2 DOCUMENTARY 

(2XCD) £10 99 

100'S OF OTHER TITLES IN STOCK 
PLEASE CALL 

PC PERIPHERALS 

CANNON BJC 250 PRINTER £89.99 

CREATIVE 32MB TNT2 AGP (OEM) £89.99 

CREATIVE 32MB TNT2 ULTRA 

RETAIL BOX £141.99 

CREATIVE LABS SB 128 PCI (OEM) £22.99 

CREATIVE LABS SB 1024 PLAYER PCI 

(OEM) £44.99 

CREATIVE GEFORCE 256 ANNHILATIOR 

32MB £192.99 

SB 1024 PLAYER LIVE PCI RETAIL + 

ALIEN VS PREDATOR £55.99 

S3 TNT2 ULTRA 32MB AGP 

RETAIL BOX £69 99 

GRAVIS GAMEPAD £12.99 

MS SIDEWINDER JOYSTICK BOXED . . . £22.99 
MS SIDEWINDER FORCE FEEDBACK 

WHEEL + PEDALS £109.99 

MS SIDEWINDER PRECISION RACE 

WHEEL + PEDALS £58.99 

BRANDED CD RECORDABLE 74MIN CD - 

MINORD 10 £1.30 

BRANDED CD REWRITABLE 74MIN CD 

MINORD 10 £199 

HP DESKJET 610 £87.99 

TlXI MAIL BOX MT22-M5 

(OTHERS IN STOCK) £149.99 

VOODOO 3 2000 3DFX PCI 

RETAIL BOX £77.99 

VOODOO 3 3000 30FX 

RETAIL BOX £12199 

VOODOO 3 3000 3DFX AGP 

RETAIL BOX £121.99 

32MB PC66/1 00 SDRAM CHECK 

64MB PC66/ 100 SDRAM CHECK 

128MB PC66/1 00 SDRAM CHECK 

256MB PC66/1 00 SDRAM CHECK 

'•14"" SMILE MONITOR" £109.99 

"15"" SMILE MONITOR" £119.99 

"17' "SMILE MONITOR" £179.99 

"19"" SMILE MONITOR" £399.99 



LSega(iDreamcastJ 

AEROWINGS £32 99 

BLUE STINGER £32.99 

BUGGY HEAT £32.99 

COOLBOARDERS £32 99 

DYNAMITE COP . . £32.99 

EVOLUTION £32.99 

Fl WORLD GRAND PRIX £32.99 

FIGHTING FORCE 2 £32.99 

HOUSE OF THE DEAD -t- GUN £51.99 

HOUSE OF THE DEAD W/OUT GUN £32.99 

HYDRO THUNDER £32.99 

INCOMING £32.99 

MILLENIUMM SOLDIER £32.99 

MKGOLD £32.99 

NBA SHOWTIME £32.99 

NFL BLITZ 2000 £32.99 

NFL QUARTERBACK CLUB 2000 £32.99 

PEN PEN £29.99 

POWERSTONE £32.99 

PHSYCIC FORCE 2012 £32.99 

READY TO RUMBLE £32.99 

RED DOG £32.99 

SEGA BASS FISHING -t- ROD £51 .99 

SEGA RALLY 2 £32.99 

SHADOWMAN £32.99 

SNOW SURFERS £32.99 

SOULCAUBUR £32.99 

SOUL FIGHTER £32.99 

SOUTH PARK - CHEFS LUV SHACK £26.99 

SOUTH PARK RALLY £32.99 

STREET FIGHTER ALPHA 3 £32.99 

SUZUKI ALSTARE EXTREME RACING . . . £32.99 

TOKYO HIGHWAY CHALLENGE £32.99 

TOY COMMANDER £32.99 

TRICKSTYLE £32.99 

UEFA STRIKER £31.99 

VIRTUA FIGHTER 3TB £32.99 

WORMS ARMAGEDDON £32.99 

WWF AHITUDE £32.99 

SEGA WW SOCCER 2000 £32.99 

DREAM CAST PERIPHERALS 

DREAMCAST CONSOLE £189.99 

DREAMCAST CONSOLE -t- 3 GAMES . . .£260.00 

ARCADE STICK £32 99 

VISUAL MEMORY CARD £19.99 

DREAM BLASTER GUN £28.99 

SYSTEM LINK CABLE £9.99 

RGB SCART CABLE £9.99 

CONTROLLER £18.99 

KEYBOARD £19.49 

RACE CONTROLL WHEEL £39 99 

I B, : PlayStation '^J 

40 WINKS £27.99 

A BUGS LIFE £26.99 

ACTION MAN £26.99 

B- MOVIE £11.99 

BIOFREAKS £14.99 

BUG RIDERS £14.99 

BRUNSWICK PRO BOWUNG £28.99 

C&C RED ALERT £16.99 

CARMAGEDDON £24.99 

CHAMPIONSHIP MOTORCROSS £26.99 

CHOCOBO RACING £28.49 

COLIN MCRAE RALLY £17.99 

COOL BOARDERS 2 £16.99 

CRASH BANDICOOT 2 £16.99 

CRASH TEAM RACING £27.99 

CROC 2 £29.99 

CYBER TIGER £28.49 

DEAD BALL ZONE . £14.99 

DEMOLITION RACER £27.99 

DINO CRISIS £28.99 

DRIVER £28.99 

DUKE NUKEM 3D £14.99 

DUKE NUKEN - A TIME TO KILL £16.99 

EPGA GOLF £27.99 

FA PREMIER LEAGUE MAN 2000 £28.49 

FIFA 2000 (NEW) £29.99 

FIGHTING FORCE 2 £28.99 

FINAL FANTASY VII £16.99 

FINAL FANTASY VIII £33.99 

GARDIAN OF DARKNESS £14.99 

GRANTURISMO £16.99 

GRAND THEFT AUTO £15.99 

GRAND THER AUTO 2 £28.99 



HELL NIGHT £28.99 

J BOND - TOMORROW NEVER DIES . . . £29 99 

KANGERO DECEPTION £18.99 

LE MANS 24 HOURS £28.99 

LIVE WIRE £14 99 

LMA MANAGER £29.99 

MEDAL OF HONOUR £27.99 

MEDIEVIL £17.99 

METAL GEAR SOLID £28.99 

METAL GEAR SOLID - 

SPECIAL MISSIONS £14.99 

METAL GEAR SOLID: PREMIUM £38 99 

MILLENIUM SOLDIER EXPENDABLE . . . £28.99 

MISSION IMPOSSIBLE £28 99 

MONACO GRAND PRIX RACING SIM . £18.99 

MTV SPORTS - SNOWBOARDING £28.99 

MUSIC 2000 £28.99 

NBA LIVE 2000 £28,49 

ODDWORLD - ABES ODDYSEE £12.99 

0VERBL00D2 £28 99 

PLAYSATION CONSOLE 9000 £75 99 

PUCHI CARAT LTD ED+ 

FREE CONTROLLER £27.99 

QUAKE 2 £29 99 

RAINBOW SIX £28.99 

READY TO RUMBLE BOXING £28.99 

RESIDENT EVIL 2 £16 99 

RIDGE RACER TYPE 4 £23 99 

RONIN BLADE £27.99 

ROUGE TRIP £13 99 

SENSIBLE SOCCER EUROPEAN ED £13.99 

SHADOWMAN £28.99 

SILENT HILL £28 99 

SLEDSTORM £28 99 

SOUL BLADE .....£17.99 

SOUL REAVER - LEGACY OF KAIN £28 99 

SOUTH PARK CHEFS LUV SHACK £26 99 

SOUTH PARK THE GAME £29.99 

SPORTS CAR GT £22.99 

SPYRO 2 COLLECTION 

( SPYRO 2 -t- SPYRO CASE) £26.99 

STAR WARS EPISODE 1 £28.99 

SYPHON FILTER £28.99 

TAIFU £14 99 

TARZAN (DISNEY) £27.99 

TEKKEN3 £16 99 

THEME HOSPITAL £19 99 

THEME PARK . . £19 99 

THIS IS FOOTBAa £28 49 

TIME CRISIS £16.99 

T0CA2 £23.49 

TOMB RAIDER 2 £16.99 

TOMB RAIDER 4 

THE LAST REVELATION £28.99 

TONY HAWKES SKATEBOARDING £29 99 

UEFA STRIKER £28 99 

URBAN CHAOS £28 99 

VIRUS £13.99 

V-RALLY2 £23 99 

X-FILES THE GAME (4 CD) £28.99 

X-MEN VS STREET FIGHTER £19.99 

WARPATH - JURASSIC PARK £27.99 

WIPE0UT3 £26 99 

WORMS ARMAGEDDON £27 99 

WORMS PINBALL £23.99 

WU TANG ■ TASTE THE PAIN £29 99 

WU TANG - HP + CONTROL PAD £33.99 

WWF AHITUDE + BOOK £28.99 

100'S OF PLATINUM AND OTHER 

TITLES IN STOCK PLEASE CALL 

PLAYSTATION PERIPHERALS 

ACTION REPLAY CDX + FREE VIDEO . . . £27.99 
ACTION PAD - DUAL SHOCK - 

PROGRAMABLE £12.99 

PSX AIRPAD CHROME AND GREY £18.99 

DUAL SHOCK PADS 

(VARIOUS COLOURS) £17.99 

1MB MEMORY CARD 

(VARIOUS COLOURS) £5.99 

120 SLOT MEMORY CARD £14.99 

360 SLOT MEMORY CARD £18.99 

JORDAN V2 STEERING WHEEL + PEDALS 

-^ GEAR STICK £39.99 

MADCATZ MOUSE £8.99 

MULTI TAP (4 PLAYER EXTENSION) £12.99 

RUMBLE SEAT 

(DOUBLES AS MASSAGER) £38 99 

SCART CABLE £7.99 

SCORPION - AUTO FIRE RECOIL GUN . . .£13.99 



This is Just a small selection of our range. 
If you do not see what you want^ please call. 

All our prices include VAT & Delivery In the UK 



Phone. 07000 643258 E-Mail: sales@mid-blue.com 

Fax: 01322 276577 WebSite: www.midblue.com 

Telephone lines are open 24 hours a day, 7 days a week. 
Mid-Blue International Ltd, Great Queen Street, Dartford, Kent, DAI 2PJ 




The future according to the games developers that shape it (weli, some of it). Holding up the crystal balls: Paul Presley 



The future. Cities on the moon. Personal 
space podules in every backyard. Silver 
Bacofoil on every backside. Daikatana 
out in time for Christmas. The future is 
littered with the failed predictions of the 
past, mainly because the people making 
those predictions are rarely the ones that 
create the reality. Unless you picked up the Cantonese 
or Hebrew version of this issue, you'll have already 
read what we think the next year or so holds for 
virtual reality computer gaming on the IBM PC and 



compatibles platform. But what do we know? Have we 
ever coded an Al routine, modelled an alien in 3D or 
fiddled with the size of Lara Croft's tits? No, we're just 
ignorant text monkeys with access to a thesaurus, 
filling in time before we di& 

No, if you really want to know what's going to 
happen you've got to ask people on the front Una The 
ones that invest years of their Ihres in the games you 
take for granted. The ones that are actually Doing. It 
So we asked. 20 of the buggers. Developers that have, 
so far, shaped the course of gaming, and those in the 



process of doing so for the future. We asked them all 
the same questions, partly to get as comprehensive an 
answer as possible about what shape PC gaming is 
going to take in the future, and partly because it's 
easier to forward the same email to 20 people than 
come up with new questions every time. 

So what does the future hold? Does the PC have a 
future? Or will it, like the Atari Jaguar, Glenn Hoddle 
and Milton Keynes, be consigned to the scrapheap of 
history as no more than a Good Idea At The Time? Here, 
in no particular order. Is what our industry thinks. .. 
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How long does the PC, in 
its present state, have left 
as a prominent gaming 
platform and what must 
it do to survive? 
1 think it's got quite a few years 
left. The console machines are 
becoming more powerful, but 




One of the big names of gaming liistory, Gilbert gave us the seminal Monkey Island sehes 



An action epic from Ron Gilbert's Cavedog, Amen: The Awakening boasts some of the 
largest levels ever seen in a 3D action game. Aircraft carriers built to scale, for instance. 



they still attract a very different 
audience, and therefore have a very 
different style of game being played 
on them. Because PCs aren't in the 
middle of the living room, people 
tend to play deeper, more complex 
and longer lasting games. Console 
games are also viewed as toys for 
kids, and non-gaming adults are not 
going to play games on consoles, 
rhcy might on a PC however. 

How will the next-generation 
consoles affect the 
development of PC games 
and gaming? 

Not very much. PC hardware will be 
pushed by console hardware and 
vice versa, but they really arc very 
different markets. 

What event will have the 
biggest impact on PC gaming 
over the next year or so? 

Online gaming is going to get even 
bigger for the hardcore players, but I 
really hope we see a real explosion in 
the more causal gamer audience. The 
PC games market simply cannot 
survive with just a bunch of first- 
person shooters and nothing but 3D 




tech demo games. We must expand 
our reach to non-gamers and 
older gamers. 

What can be done to make 
gaming as socially acceptable 
as television, film or music in 
the mass media? 

Stop designing games for just 12 
year-old boys (or adults that wish 
they were 12-year-old boys). TV, film 
and music are socially acceptable 
because they hit all age ranges and 
have a huge diversity in styles. 
Games do not. Once they do, it will 
be as normal as going to the movies. 



MIKE DISKm 



WICVY FOOT P»10DUCTI0NS 



Having recently completed Urban Chaos, the Bullfrog breakaways are already making a name for themselves 




How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

PCs look like they'll last forever, at 
least in offices and for home workers, 
so there'll always be a few sales there. 
But I think the sales of PC games are 
going to steadily dwindle away over 
the next few years. PC games may 
suiA^ive under another guise - the 
Microsoft X-Box. This is the mystery 
console that's a PC, complete with 
hard drive and modem, but plugs into 
your telly and is used like a nice 
friendly console. If this catches on, 
then supporting the PC will be more 



likely, as X-Box and PC development 
will be pretty much identical. 

How will the next-generation 
consoles affect the 
development of PC games 
and gaming? 

The PlayStation 2 is going to be 
capable of better visuals than the best 
PC for at least two years. So there's 
going to be quite a long period where 
PC gamers either spend £200 
upgrading their machine (and still be 
inferior), or they can buy a PS2. This 
has got to hurt the PC gaming 
community. I guess the Quake-heads 
will struggle on (I'm one myself... 
when I have time). But what if ID 
move over to consoles? Strangely, one 
of the biggest strengths of the PC is 
that it comes with a mouse, giving it 
the input control for many games. Try 
Quake on a PlayStation, it's worse 
than organic Bran Flakes. 

What can be done to make 
gaming as socially acceptable 
as television, film or music in 
the mass media? 

In terms of revenue, games are 
making more money than movies or 
music. (I don't know where it all goes 



but apparently it's true. I must ask Mr 
Molyneux next time I'm round at his 
mansion). Yet we're still treated as 
nerdy kids who never quite grew up. 
The public perception of gaming is 
down to the marketing of consoles. 
When did a PC manufacturer spend 



£100 million trying to make PC 
gaming cool? Hopefully, the trend 
towards gaming as a cool activity will 
continue, but how can we compete 
with Demi Moore or All Saints on the 
glamour front? Our icons are Lara 
and, er, John Carmack. 




Urban Chaos is the first game to arrive on the scene from Mucky Foot, a sprawling 
futuristic epic set in a fully woricing city. 
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BILL ROPER 



Blizzard are renowned for taking their time to get it rigtit. The 
Starcratt, Warcratt an6 Diablo ranges are ail testament to this, 
with a third, Warcraft, already on the way 



The hugely popular Warcratt series is set to enter its third incarnation in 2000, 
continuing the effective mix of strategy, fantasy and gore. 



How long docs the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

The PC is a platform that is still in a 
solid growth phase and we, as 
developers, are looking to it to 
become even more prominent as the 
power, graphic capabilities and 
storage capabilities continue to 
increase. At the same time, Internet 
accessibility is on the rise, making 
the dream of connecting the 
entire world as a gaming community, 
a reality. 

How will the next-generation 
consoles affect the 
development of PC games 
and gaming? 

We should see developers 
continue to push what they can 
get the consoles to do, 
not only in terms of 
graphics and sound, 
but also in 



I JANE JENSEN 




connectivity 
with other 
gamers. I 
think the real 




challenge will be to create a game 
that is equally compelling on both 
PCs and consoles, and then find a 
way to have all of those different 
gamers play together. 

What event will have the 
biggest impact on PC gaming 
over the next year or so? 

The vast increases in end-user 
technology. The combination of 
faster Internet connection, more 
powerful computers, higher end 
graphics and sound - all for a 
relatively low price - will mean that 
more people than ever will be able 
to experience the very best that 
gaming has to offer in the best 
possible setting. 

What can be done to make 
gaming as socially acceptable 
as television, film or music in 
the mass media? 

When you stop and think about how 
many more people in the world have 
yet to be exposed to, or have 
purchased, a computer, the 
potential market staggers the mind. 
What we as developers need to do, is 
to focus on creating top quality 
product that is accessible to the 
masses without 'talking down* to 
them. If someone sees your game, 
they shouldn't need to read a 100- 
page manual and play through a 
dozen tutorials before they can really 
get into playing. Making games 
simple to get into, and then 
teaching advanced 
concepts throughout 
t he course of the 
game, is essential if 
you want to reach 
new gamers. 



I 
I 
I 
I 



I 




Jensen is best known for creating the Gabriel Knight series 
of adventure games. The third in the series, in whizzo 3D, 
was reviewed last issue 

How long does the PC, in its 
present state, have left as a 
prominent gaming platform and 
what must it do to survive? 

1 don't tliink anyone knows. There is 
some speculation that eventually PCs 
will go away, but I have yet to see the 
box that will kill it. It took a long time 
for the market to buy into PCs and I 
think it will take a long time for 
them to go away. I think it's quite 
possible that another platform could 
take over from the computer, if it 
could truly outperform the PC and 
it were cheap enough for the 
transition not to be too painful for 
users. It also depends on what 
platforms the games manufacturers 
develop for. Players will go where 
the killer software is. 

How will the next-generation 
consoles affect the development 
of PC games and gaming? 

The technological abilities of the 
platform will shape the games to some 
extent. And we may see a merging of 
traditional console 'style' with PC-style 
gameplay and feel. 

What event will have the biggest 
impact on PC gaming over the 
next year or so? 

1 think the kinds of products that 
people buy. Where will the next big hit 
come from and on what platform? 
Mega-sellers start a new direction in 
the industry (and a slew of imitators). 



Hopefully it will be something fresh - 
because we need it. 

What can be done to make 
gaming as socially acceptable as 
television, film or music in the 
mass media? 

This isn't going to happen as long as 
shooters are the predominant product. 
Most view games either as the 
platform games dieir kids play on 
Nintendo, or as Quake or Doom-type 
PC shooters. It's not exactly 'high art'. 
Part of the reason these types of games 
are so prominent in the gaming 
industry is audience demographics. I 
think that as the Internet gets more 
involved with story-based gaming, you 
may see more 'X-Files'-type games 
being done interactively - products 
that involve better writing and more 
interesting content. This may help win 
over a more mature audience. v 




Jane Jensen's occult Investigator Gabriel Knight, continues his adventures - this time In 
a new 3D engine, and with lips straight out of Thunderbirds. 
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Red Storm burst onto our monitors with the ground-breaking 
Rainbow Six a year or so ago. Since then, the rise in squad-based 
shooters has continued 

sitting some distance away from. Not 
for writing email, surfing the Web or 
paying bills. There will always be a 
demand for home workstations, 
which means there will always be a 
platform for the sort of games that 
require the intimacy of a workstation. 

How will the next-generation 
consoles affect the 
development of PC games 
and gaming? 

I wouldn't be surprised if we see a lot 
of the action games migrate away from 
the PC. The only advantages to playing 
an action game on a PC are online 
connectivity and screen resolution. 
The former is being fixed by the next 
generation consoles and the latter will 
be taken care of by HDTV. 

What event will have the 
biggest impact on PC gaming 
over the next year or so? 

The most important technological 
developments over the next year will 
probably be universal 3D 
acceleration. This year saw the first 
release of 3D games that required 
hardware acceleration. Over the next 




How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

We're soon to see the convergence of 
home computers, gaming systems, 
digital radio, cable TV and home 
telephony into a single system. 
Strangely enough, I don't think this 
will affect PC games very much. The 
reason is that the workstation 
metaphor is too powerful. Console 
games are designed around a theatre 
metaphor - they're designed to play 
well on a large screen that you're 




If 




When Rainbow Six arrived two years ago, the first-person shooter changed forever. Red Storm 
Entertainment had finally added social responsibility and sh^ategic thought to the genre. 



year or so I think we'll stan seeing 3D 
graphics creeping into what are 
essentially 2D games, simply because 
the hardware is there and free to use. 

What can be done to make 
gaming as socially acceptable 
as television, film or music in 
the mass media? 

Get more girls to play games. Games 
are targeted mostly at teenage boys. 
Until we get more girls and women 



involved there's always going to be 
some perception that games are for 
dorky losers who can't get a date. 
Also, make games more social. I've 
met lots of people who think You 
Don't Know Jack is the best game ever 
made. Finally, make games easier. 
Most people don't want to be 
challenged by their entertainment. 
This is why professional wrestling 
matches are better attended than 
poetry readings. 



GRAEME DEVINE 



id need no introduction. Without Doom or Quaice^ we wouldn't Aa^ea games industry. Almost 



I- 



How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

Golly. I think it will always be out in 
front in some way or another because 
it's so flexible. There's the PlayStation 
2, which will undoubtedly be a very 
good gaming and entertainment 
platform, but by the time it arrives the 
PC will be ahead of it in terms of RAM 
and power. Typically, the I'C in the 
home is the device connected to the 
Internet, and so online games will still 
stand out on that device before they 
do any other. As the line smudges 



between the PC and the devices 
throughout the rest of the home, then 
the lead will become less distinct. 

How will the next-generation 
consoles affect the 
development of PC games 
and gaming? 

Clearly the development effort is 
much larger on these next-level 
consoles, so we'll see more crossover 
between the PC and the console in 
terms of polygon models and artwork. 
If a console starts to use OpenGL as 
its graphics API, then I believe we'll 
see concurrent development with 
some PC titles. 

What event will have the 
biggest impact on PC gaming 
over the next year or so? 

Faster Internet connections, more 
network savvy operating systems 
and better game designs. Quicker 
Internet connections will mean better 
gaming because, as latency drops, 
your experience improves. Having 
the OS aware that it will spend most 
of its time on a network instead of 
being an island will mean cleaner 
access and simpler setup (Windows 



2000 does this). And better game 
designs always help! 

What can be done to make 
gaming as socially acceptable 
as television, film or music in 
the mass media? 

Maturity. We're a 20-year-old 
industry. When television was 20 



years old, people in movies scoffed at 
it ever being able to compete with the 
film experience. We're just beginning 
to bang the bricks together here, 
game design-wise. We've yet to 
make the gaming equivalent of 
The Wizard of Oz, and when we do, 
we'll be on the yellow brick road 
forever. 
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If Doom was the granddaddy of 3D 
shooters, Quake was certainly the very 
popular uncle that comes round at 
Christmas with tenners for all the kids. 
Qual(e III is the latest and most eagerly 
awaited incarnation. 
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ALEX GARDEN 



RELIC ENTERTAINMENT 



Canadian developers Relic recently unleashed the stunning Homeworld onto an amazed public, practically reinventing the real-time 



strategy genre in the process 




How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

Well, this is somewhat misleading in 
the sense that the PC has never had 
(and probably never will have), a 
present state'. The nature of the PC is 
that it is constantly evolving to meet 
the needs of the market. For instance, 
the PC was never designed to be a 
gaming platform, but regardless, a 
huge industry has grown up around 
gaming on the PC because the market 
demanded it. 1 think that in the next 
ten years, we're going to see a 



dramatic shift in what we think of as a 
PC. They're also going to get smaller, 
faster and become more integrated 
into our lives, up to the point where 
we don't really notice them anymore. 

How will the next-generation 
consoles affect the 
development of PC games 
and gaming? 

In the last few years, the PC has 
driven the development of the 
console in terms of graphical 
gooiness. The consoles have always 
had a younger target audience given 
their ease of use, and I think the PC 
market has been watching this 
closely, looking for ways to cater to 
this market as well. Also, the consoles 
have typically had a simpler, more 
effective control mechanism in the 
joypad that the PC market has been 
slow to adopt. 

What event will have the 
biggest impact on PC gaming 
over the next year or so? 

This is really difficult to say because 
technology changes so fast and I'm 
usually surprised at the directions the 
industry goes in. However, I think 




ftetic pushed back the boundaries of the real-time strategy genre with the recent space epic, Homeworld. 



that two really safe bets will be better 
sound and more widespread high- 
speed Internet access. 

What can be done to make 
gaming as socially acceptable 
as television, film or music in 
the mass media? 



Well, ask yourself this question: Why 
doesn't your mom play games? When 
you know the answer to my question, 
you've answered yours. The truth is, 
there are so many factors at work that 
it's tough to say if there is any one 
thing or if it's even possible that this 
might happen. 



PETER MOLYNEUX 



lONHr AD STUDIOS 



Molyneux practically invented the god game with Populous^ and has been pushing back creative boundaries ever since 




How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to 
survive? 

If you told anyone that a big grey 
box that you have to configure 
individually and update on a 
monthly basis was going to be 
the perfect games machine for 
the future, they would laugh at 
you. PCs have to become more 
sexy if they are to survive. 

How will the next- 
generation consoles affect 



the development of PC games 
and gaming? 

What console games have always had 
is superb design and accessibility, and 
what PC games are less well known 
for is simplicity, and the mass 
market nature of their 
games. This 
means that 
next- 



Part Populous, part Tamagotchi, part 
unique vision. Lionhead's Black & 
White is one of ttie more original- 
sounding titles due this year. 



generation consoles will have the 
power and design talent, forcing PC 
developers to work out not only the 
technology issues but also the very 
fundamentals of design. Anybody can 
come up with a 
revolutionary 
3D engine, 
but this 
will 






only be eclipsed by the next launch of 
a 3D graphics card. Where the real 
skills lie is within the game's design. 

What event will have the 
biggest impact on PC gaming 
over the next year or so? 

Rumours abound that a certain large 
corporation is working on a next 
generation platform with PC 
technology {That'll be those Microsoft 
chaps, I expect - Ed. ) If they are true 
this will have an Earth-shattering 
effect on PC games. 



What can be done to 
make gaming as socially 
acceptable as television, 
film or music in the mass 
media? 

We must, as an industry, start to 
make games that appeal to both 
the mass market and gamers. 
Would a deep, hardcore strategy 
game ever be a mass market 
product? Maybe not - but a 
strategy game with a story 
element could be. We don't need 
to dumb down games, but we must 
look at the concepts that are 
appealing to the mass market. 
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STUDIOS 



It was during his time witli Sid li/leier tliat Bruce Slieiley 
discovered liis iove of tiie strategy genre. The superb Age Of 
Empires showed the rest of the worid just how he f eit 



Age Of Kings is the follow-up to the massively 
popular Age Of Empires, adding fresh graphics 
and advanced Al routines to the strategic mix. 





How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

The PC will continue to be a 
prominent gaming platform for a 
number of years to come. Processor, 
memory, graphics, sound, and 
online capabilities climb higher 
every year. We'll eventually reach 
a point v^here the PC doesn't have 
to be opened up every so often to 
replace outdated components 
because its performance v^ill be 
'good enough' and 'cheap enough'. 
We believe it v^ill still be at least 
another round of consoles past the 
PlayStation 2 and Nintendo Dolphin 
before the PC lags behind. 

How will the next-generation 
consoles affect the 
development of PC games 
and gaming? 

We believe we'll look back in a 
number of years at the PlayStation 2 



and other next-generation consoles 
as the first of the special purpose 
home computers. You'll have a 
living-room console for game 
playing, listening to CDs, surfing the 
Net, and watching DVDs. Then you'll 
have the console in the study for 
word processing, spreadsheets, and 
surfing the Net, which will still be an 
OK game machine. 

What can be done to make 
gaming as socially acceptable 
as television, film or music in 
the mass media? 

Even though the computer game 
industry makes more money than 
the film industry, the movie industry 
appeals to a wider segment of the 
population. The game industry 
must do the same by increasing 
accessibility to computer games by: 
O lowering the usability barrier to 
increase the gaming audience 
O increasing the social interaction of 
multiplayer games to build the social 
aspect 

O focus more on story and content 
as Hollywood (for better or worse) 
has done for years. 

Assuming you have the basics, 
such as a large enough installed 
base to really compete with 
something as pervasive as a TV, and 
games are as cheap as going to the 
movies, then, like most innovations 
in gaming, there will be one game 
that gets it right and becomes a 
mass-market phenomenon (multiply 
Myst and Tetris together and then 
add some more for good measure). 



DEMISHASSABIS 




One of the rising young stars of the British games industry, 
Elixir's first title, Republic: The Revoiution, is incredibly ambitious 
and promises to be one of the biggest titles of the year 

ground-breaking games and the most 
original design ideas to come from 
the fertile PC development 
community. It's true to say that some 
console games have taken well- 
trodden genres to fantastically 
polished heights, but innovations 
have been, generally speaking, PC- 
led. This is largely to do with two 
factors. Firstly, at any given time, the 
latest PC is the most powerful 
platform around and naturally the 
most cutting edge software needs the 
best hardware. Secondly, the PC 
market is more mature and diverse - 
thus providing the necessary 
commercial platform for new ideas to 
be attempted. The first factor may 
change if machines like the X-Box, 
which is basically a console, track the 
latest hardware advances. The 
second factor may well change if 
Sony achieves its aim of getting a 
PlayStation 2 into every household! 

What can be done to make 
gaming as socially acceptable 
as television, film or music in 
the mass media? 

I think that will happen naturally of 
its own accord as: more people start 
playing games; as more diverse 
games get created and supported 
commercially; and as more films and 
books are written about the games 
world. In short, as games playing 
becomes viewed as more and more 
'normal'. Oh, and commercially 
speaking, the bigger the games 
market gets, the more it will be 
pushed into society's consciousness, 
through adverts and so on. which 
will gain it mass market 'acceptance'. 



How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

The PC still has a good few years left 
in it at least. The likes of the X-Box 
will cause a shift in the marketplace, 
not least because the PC is about the 
most unintuitive machine ever 
designed and anything that eases the 
tortuous configuration problems of 
PCs must be a good thing. What is 
most likely to happen that games will 
still be develoi^ed for the high-end 
PC (which will probably be in much 
the same form as it is today) and 
then converted to the latest 
incarnation of the X-Box. Thus, 1 
think the PC in its current form will 
still be supported - even if it isn't 
necessarily the biggest 'Windows- 
based' gaming platform. 

How will the next-generation 
consoles affect the 
development of PC games 
and gaming? 

So far the trend has been for the most 
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IS 



GABE NEWELL VALVE 



Valve developed Half-Life, the game we voted as game of the millennium, so we're hanging on Gabe's every word 



How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

The main area where the PC is 
deficient is in not having a 
console-style design. Consoles boot 
fast. Consoles can be put on your 
carpet. I can get a console 
controller sticky wiihout worrying too 



much about it. Consoles are pretty 
idiot proof. I put in a CD or 
cartridge and press the go button. By 
about 2002 we'll know whether or 
not the PC will grow into the console 
space or the consoles will grow up 
into becoming the living room 
gaming, Internet, HDTV client, taking 
away a big chunk of the consumer 
PC market. 




How will the next-generation 
consoles affect the development 
of PC games and gaming? 

One impact it has had already is to 
pull attention away from the Internet 
and towards polygon counts. Sony 
doesn't really have an Internet story 
to tell, with no modem for the 
PlayStation 2. Given how much Sony 
has the attention of many game 
developers, a lot more energy is 
being spent to figure out what to do 
with tens of thousands of polygons 
per frame and less is being 
spent on thinking of ways 
to utilise the Internet 
for gameplay, updates, 
incremental content, 
and so on. 



What event will have the 
biggest impact on PC 
gaming over the next 
year or so? 

Whether or not Microsoft and Intel 
can make effective progress on 
moving the PC into the living 
room. 

What can be done to make 
gaming as socially 




acceptable as television, film or 
music in the mass media? 

Throughout history there's always a 
tendency to blame a wide variety of 
problems on any new medium. In 
France, plays were banned for a long 
time because they could corrupt the 
sensibilities of 'the masses'. Any 
popular new entertainment form will 
be viewed as harmful to whatever 
groups are currently seen as being in 
need of protection. The current 
enthusiasm in the mass media for 
blaming gaming and the Net for all 
society's ills is probably a sign that they 
are well on their way to acceptability. 



We've been on tenterhooks for a while now with Team Fortress 2, but it's looking 
like we'll finally get to experience this multiplayer extravaganza early this year. ^ 



ADAM SHAIKH 



Starslilp manic helped to keep the point-and-click adventure alive, and Adam Shaikh also has these words of wisdom for you... 




How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

The biggest reason the PC will survive 
is that so many people have and need 
one. If someone has a 'work' PC, that 
machine is also available for 
entertainment use. It's not going to 
suddenly disappear as a platform - it's 
too prevalent in our lives. Hence, there 
will always be an installed user base 
for products. Consoles come and go, 
but the PC is forever. Having said this, 
the PC will always be a niche market 
entertainment machine compared to 
consoles. It's just too fiddly to set up, 



most games are bugged in one way or 
another, and you have to sit in a less 
comfortable environment than when 
using a console. 

How will the next-generation 
consoles affect the 
development of PC games 
and gaming? 

The biggest change will probably be in 
the quality of games. When the 
PlayStation first came out, it could do 
things better than the PCs of the time. 
Any game planned for both platforms 
pushed both machines, and was 
competitive in both markets. PCs are 
now so much more powerful that ports 
from consoles look awful without an 
enormous amount of extra work. 

What event will have the 
biggest impact on PC gaming 
over the next year or so? 

There will be one game that will 
spawn a host of clones that flood the 
market - basically the Doom, Tomb 
Raider or C&C of 2000. Buggered if I 
know what that game will be, but it's 
bound to come, and it will alter PC 
gaming just like the above games. 
Even if only by pissing people off at 
the number of similar titles around. 



What can be done to make 
gaming as socially acceptable 
as television, film or music in 
the mass media? 

The non-gamer associates 'games' with 
panicular products - usually the ones 
that get all the press, such as Quake or 
Tomb Raider. Therefore they believe 
that this is gaming. Games need to get 
known by their genres. Few people will 
claim they don't like films, but they'll 



quite happily state they hate action or 
horror films. Games are just 'games' to 
the non-gamer. 

When people start to differentiate 
games in the same way, then the non- 
gamer might begin to hear about 
gameplay elements they find 
interesting, and then actually buy the 
game. Once people realise that games 
may hold an attraction for them, then 
they will join the community. 



The Digital Village refused to let the 
point-and-click adventure die with 
Starship Titanic. Not only that, but 
they dared to Include text-input. 
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OLIVER COLLYER 



SHWIi t o IM I CBACTiVt 



Glorified spreadsheet or ultimate soccer simulation? The debate rages as the Collyers take 
the ridiculously successful Championship Manager series to even greater heights. 




Oliver Collyer is responsible for Champ Manager, which means 
he's responsible for wasting more man hours than anyone else 

more reliable and user-friendly. 

How will the next-generation 
consoles affect the 
development of PC games 
and gaming ? 

I don't think they'll affect it at all - 
there will be great games on both 
platforms. 

What event will have the 
biggest impact on PC gaming 
over the next year or so ? 

Us releasing our next football 
management game, tearing-up the 
record books (again), and pissing-off 
the people who think all games 
should be in 3D. 

What can be done to make 
gaming as socially acceptable 
as television, film or music in 
the mass media? 

The games industry needs to lessen 
its obsession with driving things, 
killing things, blowing things up 
and girls with abnormally large 
chests, and instead have more in the 
way of intelligent games that fire the 
imagination. 




How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive ? 

The PC will remain prominent 
while it has the best games, and can 
support the types of games that 
consoles can't. Until a console 
arrives with enough re-writeable 
storage potential, then there will be 
certain games that will only be 
possible on a PC and so it will survive 
as a viable games machine. 
However, it won't reach the masses 
as a games platform unless it becomes 



ERIN ROBERTS 



Brother of Chris 'Wing Commandei' Roberts, Erin Is an accomplished designer In his own right, notably on Privateer 11: The Dartcening 

and gameplay level with the PC. The 
PC audience is always growing - 
everyone always has a PC at home for 
one reason or another even though it's 
more expensive than consoles. The 
only justification for having a hi-end 
PC now is for playing games. 

How will the next-generation 
consoles affect the development 
of PC games and gaming? 

1 always had a problem with the 
PlayStation and the like because you 
couldn't quite get games to the same 
level as the PCs big storytelling 
products, because of memory and 
graphics limitations. But looking 
at the specifications of the next- 
generation consoles, it looks like 
we will be able to do the epic kind 
of product. 




How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

It'll be here for a while. One thing the 
PC does is move on fast. Even 
though you bring on the next 
generation consoles, the PC can 
always move on ahead of them. I do 

think that console 

development is 
catching up. You 
can now create 
games on a 
console that 
would be on a 
storytelling i 



/ 



Borrowing heavily from both Wing Commander an6 Privateer, Erin Roberts' Starlancer\s 
expected to push the space shooter to the limits of both gameplay and presentation. 



We can't wait for the 
next two Anvil 
productions. 



What event will have the 
biggest impact on PC gaming 
over the next year or so? 

A few years ago it was all 
about who had the 
quickest engine. 
Hardware 
acceleration now has 
pretty much 
levelled the playing 



field, but what it's brought back is 
storytelling. I think that's what we'll 
see more of - storytelling. And 
there'll be more focus on gameplay 
rather than people developing games 
that say, 'Look how fast my engine is.' 

What can be done to make 
gaming as socially acceptable 
as television, fllm or music in 
the mass media? 



It's all about bringing new users 
into gaming. Not just the joystick 
jockeys, but the guys that have never 
played a game before and want to 
enjoy it straight away. We're getting 
there. When I started on Strike 
Commander, if you sold over a 
100,000 units you had a hit title. 
These days a hit title is like 
1,500,000-2,000,000. It's already 
much more widespread. 
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RICHARD GARRIOT 




Richard Garriot aka Lord British aica the Ultima series. Happy? 

How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

PCs will remain a great game 
platform for a long time. As long as 
the PC remains the machine with 
more expensive, thus more diverse 
and powerful hardware, you will 
always have cool games that can only 
be created for PCs. Consoles aren't 
likely to have expensive components, 
such as large hard drives, as standard 
in the near future. 
How will the next-generation 
consoles affect the 
development of PC games 
and gaming? 

Consoles will always have a separate 
advantage. As they are a closed 
system, they can be optimised for 
certain types of gaming. Thus, for a 
short time, you may be able to get 
superior 3D graphics on a specific 
platform. This next generation of 
consoles is particularly good at 3D 
graphics. We will see some aspects of 
state-of-the-art gaming happen on 
them first. Time, however, is always 
the great equaliser, and PCs will 
remain the place people invest larger 



dollars in, expanding the capabilities 
of their machines. 

What event will have the 
biggest impact on PC gaming 
over the next year or so? 

Online games. We will soon see a 
myriad of cool new types of games 
that can only be created online. 1 
must admit, however, I see very few 
so far. Most online games in 
development and announced by 
competitors, are in the 'UO' model. 
There is far too little innovation 
happening in what should be a 
wide open field with an 



opportunity for radical advancement. 
I fear most publishers are still too 
averse to risk to innovate significantly. 
It will take a few bold visionaries to 
open up this new medium. I hope to 
be one. 

What can be done to make 
gaming as socially acceptable 
as television, Him or music in 
the mass media? 

Those other mediums you mention 
are all passive entertainments 
requiring no skill or even effort. Thus 



we may never be an 'equal'. However, 
we must make the game and its 
interface as understandable as 
possible - as easy as driving a car or 
using a microwave. Games won't 
really come of age until people can 
play most games without help. This 
must be the norm across the industry 
not just for a few individual games. 
Stereos with confusing controls don't 
sell large numbers in comparison to 
those that do. We have yet to have the 
majority of games that are playable 
with little ramp up. 




Richard Garriott's Ultima series is one of the longest surviving games around. 



IAN LIVINGSTONE 



'^"^OS INTE!^ '^r^'v?- 



lan LMngstone is perhaps most fondly remembered as 'that bloke off of the Fighting Fantasy books' 



How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

To the average consumer the PC is a 
nightmare. When they buy a game, 
they are often unsure if it will run on 
their machine. Then there are set-up 
and configuration problems - hardly 
'plug and play'. PCs are also expensive. 
No wonder Bill Gates is getting 
serious about the X-Box. At best the 
PC will still be used by the development 
community but it looks destined to be 
less popular with the games player - 
unless it becomes a lot cheaper and 
simpler to use (ie the X-Box). 



How will the next-generation 
consoles affect the 
development of PC games 
and gaming? 

The PC is the natural development 
platform. PC technology advances 
constantly and of course developers 
always want to have access to the 
latest technology. However, if 
PlayStation 2 and X-Box development 
environments satisfy the needs of 
developers (and it looks like they 
will), PCs might lose the high ground. 
Call me old-fashioned, but I hope not! 

If Sony dominate the interactive 
entertainment world as they have 
done with their previous consumer 
hardware, then it's pretty obvious to 
me that the PC is in for a rough ride 
as a games platform. 

What event will have the 
biggest impact on PC gaming 
over the next year or so? 

PlayStation 2 is a bona fide 
entertainment centre and Sony intend 
to get it into a lot more living rooms 
around the world as a result. New 
users will see it as the natural gaming 
and Internet box. Why will they pay 
more to buy a PC? Graphically 
enhanced spreadsheets? 



What can be done to make 
gaming as socially acceptable 
as television, film or music in 
the mass media? 

Historically gamers have been viewed 
as 'freaks' or 'anoraks' because the 
graphics in computer games used to 
be pretty basic, leaving the non- 



gamer to wonder why anybody would 
bother to play them. Now, high-end 
PCs and next-generation consoles 
display a viewing experience not too 
dissimilar to broadcast quality TV. 
When the mass media see, for 
example, a football game where they 
can recognise real people, acceptance 
will be complete. 
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DAVID CAGE 9UANTIC DREAMS 

Quantic Dreams rescued the image of French game developers with The Nomad Soul 




How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

To me, the PC has never been a pure 
gaming platform in that sense that 
only a very few people buy a PC 
simply to play games. I still don't 
think its survival is in danger as a 
gaming platform though. It will 
always remain the cutting-edge 
machine for anybody who is ready to 
pay the high prices. Consoles are an 
interesting alternative for people who 
just want to play and don't want to 
pay for anything else. There is no real 
competition between PC and 



consoles. They are just different 
hardware for different needs. I 
suppose this difference will 
always exist. 

How will the next-generation 
consoles affect the 
development of PC games 
and gaming? 

One sure thing is that any major game 
developed in the coming months 
will have a Dreamcast and 
PlayStation 2 conversion. There are 
good chances that PC and console 
gameplay will become closer and 
closer, although PC games will always 
be technically ahead as hardware is 
constantly evolving. 

What event will have the 
biggest impact on PC gaming 
over the next year or so? 

On the programming side, networks 
and AI. When fast connections are 
cheaply available for everybody, it 
will open a new field of gameplay. 
The PC remains the best platform for 
networks because of the keyboard, 
mouse and hard drive. The network 
culture is also much more integrated 
in PC designers' minds. AI is, as 
everybody says, the next big step 



forward. Nobody knows exactly what 
it means, but it seems obvious. 

What can be done to make 
gaming as socially acceptable 
as television, film or music in 
the mass media? 

Make products that are socially 
acceptable. It is still difficult to 
understand for non-gamers how 



anybody can have fim just running in 
corridors and killing everyone they 
meet. Games must include more 
content, more sense and more 
emotions to be understood by the 
mass media. Video games are like 
Jean-Claude Van Damme movies - 
plenty of action but no storyline, 
which kills the interest of 'non- 
addicted' people. 




GLENN CORPES 



LOST TOYS 



Another of the ex-Bullfrog posse, Corpes and co. founded Lost Toys last year and are working on their first, much-anticipated project 




How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

In its present state, only a couple of 
months but that's only because the PC 
never really has or had a present 
state. If by 'present state' you mean 
'constantly doubling in performance 
every few months' then I reckon the 
PC can keep it up for the foreseeable 
future. I could rant on about how 
backward compatibility with the 8086 
(a barely 16-bit processor) and other 
bits of legacy hardware and software 
is holding the platform back but I've 



been doing that ever since I moved 
from the Amiga eight years ago and 
the poxy old Microsoft/Intel combo is 
still going strong. 

How will the next-generation 
consoles affect the 
development of PC games 
and gaming? 

With a few exceptions, most PC 
games are either 'PC specific' with a 
million key combos, a flashy mouse- 
driven interface and multi-megabyte 
save games or 'console ports', which 
use no more than a few thousand 
polygons per frame and two 
megabytes of memory for the entire 
code and game state because they 



also have to run on the Playstation. 
More powerful consoles mean that 
those cool, easy-to-access console 
ports will start actually exploiting 
your PCs hardware, that is until you 
upgrade again... 
What event will have the 
biggest impact on PC gaming 
over the next year or so? 
The release of Lost Toys first game :-) 
X-box (if it exists...) will also be 
important, as virtually nobody will 
want to release a game that isn't 
playable on a Joypad and developers 
who are undecided about where to 
draw the line for minimum spec will 
be tempted to raise it to X-box levels. 



What can be done to make 
gaming as socially acceptable 
as television, film or music in 
the mass media? 

I don't think that anything can be 
done or needs to be done beyond just 
waiting. Most of the people 1 know 
who were playing games in the early 
eighties are still doing it despite being 
in their mid-thirties now. The number 
of people who have never touched a 
computer is going down every day 
simply because people get old and 
die. Very soon now, there will be 
pensioners who were only a few years 
older than I am now when Space 
Invaders was released, scary stuff... 



Dungeon Keeper. But what next? 




144 PGZ0NE2000#86 



THE FUTURE ACCORDING TO 



DAVE PERRY SHINY 



The shiniest man in the game's industry and some say chief 
innovator too. Dave Perry toils us what's what 

If future games start demanding 
$400 of 3D card with 1 28Mb of 
RAM, then we are kidding ourselves 
if we think Joe Consumer is going to 
cough up that kind of cash. 




How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

The I^C market needs to be simpHfied 
without all the pain-in-the-ass card 
and driver and slot problems. So 
what are they doing about it? 
Making these new 
"Easy PC" boxes. The 
problem with that is that 
then you can't upgrade 
to keep improving the 
experience. It will be a weird 
experience not having a 
screwdriver beside your PC. 

How will the next- 
generation consoles affect 
the development of PC games 
and gaming? 

rhey will just force there to be 
more quality all around. The PC 3D 
Card companies are working their 
asses off trying to make sure that 
no console company pushes them 
around. The problem is that they are 
losing sight of the goal. The goal is to 
get NEW people playing 3D games... 



What event will have the 
biggest impact on PC gaming 
over the next year of so? 

When Microsoft releases the X-BOX. 
Finally a CHEAP PC that does not 
need the consumer to buy three 
more parts that won't work together 
to make it good. 

What can be done to make 
gaming as socially acceptable 
as television, film or music in 
the mass media? 




Our goal is to make it frickin easy 
to do... Easier than setting the clock 
on a VCR. When games are that 
simple and your mother can play, 
you will see them having a go while 
they are waiting for Coronation 
Street to come on. 




Surely you've got to be over 18 to get into a place like this? 



JULIAN GOLLOP IVIYTHOS GAMES 

The Gollop trio run Mythos Games, created Jf-COMand therefore 
are the Godfathers of turn-based strategy 




How long does the PC, in its 
present state, have left as a 
prominent gaming platform 
and what must it do to survive? 

I cannot see the PC ever diminishing 
as a games platform. It will probably 
remain the first choice for those 
who are serious about multiplayer 
gaming, and also for those who 
always want the latest technology. 
However, despite DirectX it remains 
a difficult platform for developers 
and publishers. The variety of 
consumer hardware is quite large, 
and installing PC software remains 
a right royal pain in the rear end 
for many people. 

How will the next-generation 
consoles will affect the 
development of PC games 
and gaming? 

I don't think the impact will be 
huge. Next-generation consoles 
will sell to owners of existing 
systems, and I think that it is 
impossible to match the impact of 
the original PlayStation. However, 
if the software available diversifies, 
and we see more strategy games 
or multiplayer games available on 



the new consoles, then this will 
encroach on PC territory. Certainly 
the next generation of consoles have 
much better connectivity, but it 
remains to be seen whether this 
potential will be realised. 

What event will have the 
biggest impact on PC gaming 
over the next year or so? 

Speech recognition hardware and 
broad band multiplayer networks 
would be great, but it may take 
more than a year before we see 
these. I cannot foresee any single 
event that will dominate the PC 
world, but 1 expect a continuing 
growth in massively multiplayer 
games, hopefully breaking out of the 
current RPG niche. There is great 
potential here. 

What can be done to make 
gaming as socially acceptable 
as television, fllm or music in 
the mass media? 

Well, it's only a matter of time. 
As the non-gaming generation 
disappears, games will be as socially 
acceptable as other media, maybe 
more so. Film, television and music 
are essentially passive experiences, 
whereas games have the potential to 
challenge people mentally, physically 
and even socially. 'Nuff said. 



Next up from Mythos is Dreamland, 
out early 2001 - more next issue. 




COMING NEXT MONTH 




THE MASQUEBAQE - 




From the creators of Jedi 
Knight comes a game 
threatening to revolutionise 
the RPG genre. With a true 
3D engine, more stats than 
you can shalce a sticic at ant 
a plot of epic proportions, 
Vampite is sure to cause 'a 
bit of a stir' when it comes 
in for review next month. 
Don't miss it. 
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01279 321 321 

ORDER ONLINE AT UKGAME$.(OM 



How to Order 

By telephone on 01279 321 321 
By fax on 01279 322 322 
By post at Special Reserve, 
P.O. Box 847, Harlow, CM21 9PH 
Free immediate cheque clearance 
By e-mail to Orders@reserve.co.uk 
Online at http://ukgames.com or at 
any of the other Special Reserve addresses 
Or visit a Special Reserve Club Shop 
Prices include VAT and delivery 
Fast, efficient, accurate despatch 
0% finance option - see below 
Market leader - established 12 years 
Official Sony. Nintendo & Sega supplier 
All genuine UK new boxed product 
Open until 8 pm (5 pm Sun) 

We only supply members but trial membership is just 60p 



Why have 500,000 people 
joined Special Reserve? 



Just £6.99 gets you into the club 

There is no obligation to buy anything 
Claim a FREE GIFT if you buy any J^f 



one item as you join or renew*. f^r ^S ///^i^ 
Full members (£6.99 UK) receive: 



One Year Family Membership 
9 issues of the Club Magazine 
with Incredible Special Offers 
Free entry to Club Competitions 
Any one of 20 FREE GIFTS* 
Bonus Book of 3500 Cheats 
Bonus Best Internet Guide 
Save just 5 Reddies - and 
choose another FREE gift. 






FREE GIFT LIST 

01279 321 321 or UKCAMES.(OM 



Choose any gift when you buy any 
one item at the same time as joining 
Special Reserve for one year (£6.99) 

FREE CASIO DC2000 PERSONAL ORGANISER 
FREE INFLATABLE ARMCHAIR - RED. PINK. 
PURPLE OR BLUE (add C3 carnage for ttiis item) 
FREE SUPER MARIO RADIO ALARM CLOCK 
FREE 52 CAPACITY SOFT BLACK CD WALLET 
FREE 3D ANALOGUE CONTROLLER FOR N64 
FREE PAIR OF 1 MB MEM CARDS FOR N64 
FREE RUMBLE PACK FOR N64 
FREE PAIR OF CONTROLLERS FOR PSX 
FREE PAIR OF 1 MB MEM CARDS FOR PSX 
FREE AV SCART LEAD & LN< CABLE FOR PSX 

FREE FREE VOICE COMMANDER STEREO 
HEADSET AND MCROPHONE FOR PC 
FREE FREE MILLENNIUM BUG BUSTER 
FREE CYBERSTICK ANALOGUE PC JOYSTICK 
FREE AMIGA EMULATOR FOR PC 
FREE PAIR OF MAD KATZ CONTROLLERS FOR PC 

• FREE MICROSOFT ENCARTA 98 FOR PC 

• 7 GAMES FREE ON CD FOR PC: Actua Soccer. 
Premier Manager 2 Utopia, Zool 2, Space Crusade. 
Retribution, and Re-loaded 




Nobody gives value like Special Reserve - check these prices ^ 

★BEST BUY* *BESTBUY* *BEST BUY* *ORDER ON-LINE @ HTTP://UKGAMES.COM* I R^^^, ^^'^ f SS ^ V f ff l'fT ^ 

MANAQER QUI ' H a Q^a riiiEliiAnJ K/]|^ uTj^^^^irn 



Bf'^fl llvora ^ 1 1 ' • 1 1 I Discount Network liA^l^iJ^ 

« -V ■ rm tiK © I FREE 

' ^rpi^^' ^ mmatm. IJi- mMMm savk I mmatm. Only one per address drajf ■ j 

I^T llfJ I - Ift Yl r T iTi U cm. I ITI For « free maga.lne 4^ />. ^ 



1% t . All liJBkJ^ L_X_f It-J L_:_il«J r tie J I- I I i_Jl_l ror o Tree ™j|»..n« ^ 

WWtWtwAW^ JL lillf CH. MAN 99/2000 FIFA 2000 GRAND THEFT 2 TIBERIAN SUN TOMB RAIDER 4 AGE OF EMP 2 ^ "^"^r^^ lir^oi 1% • ■ '^^""""^ ' 

VSJ^^^ 22.49 28.99 27^99 M.99 27^49 34.99 "L^Irn^i™ I ™ ■ ' 



EPSON SmUSiM 



ONLY 

£99.99 '« 



VAT 



SAVE 150 



10%OFF 

ANY 3 INK CARTS 




EPSON STYLUS 460 PRINTER 94.99 

EPSON STYLUS 760 PRINTER 167.99 

EPSON STYLUS PHOTO 750 PRINTER 192.99 

HEWLETT PACKARD DESKJET 61 OC 75.99 

HEWLETT PACKARD DESKJET 71 OC 97.99 

CANON INK CARTRIDGE - BLACK: 

;0 2t0, BJ 200EX. 200. 200E. 230, 100 16.99 

CANON INK CARTRIDGE - COLOUR 

BJC240. 210 19.99 

BJC 4650, 4550, 4400. 4300, 4200, 4100. 4000. 2000 . . . 13.99 

EPSON INK CARTRIDGE • BLACK: 

STYLUS PHOTO, PHOTO 700, PHOTO EX STYLUS COLOUR 
60OQ. 600, 500, 400, 440, 460, 640, 660, PHOTO 750 ,.. 16.99 
BJC 4650, 4550, 4400. 4300, 4200. 4 1 00. 4000. 2000 8.99 

STYLUS COLOUR 740, 760, 850, 860 18.99 

STYLUS PHOTO 700. PHOTO. PHOTO EX 15.99 

EPSON INK CARTRIDGE • COLOUR: 

, STYLUS 440. 460. 640. 660. 740. 760. 

). 600Q. 1520. 800. 600. 400 17.99 

I STYLUS PHOTO 750 Of STYLUS 300 (black 4 COl) . , . 14.99 

I HEWLETT PACKARD INK CARTRIDGE - BLACK: 

DESKJET 695C, 690C+, 690C, 

69X. 6940. 6700. 71 OC. 720C 21.99 

DESKJET 5600. 550C. 540. 520, 510, 500C, 500, 400C 20.99 
DESKJET 610C 24.99 



uames - lop luu 

Huge range - see our catalogue 
200 products DOWN this month 
Many items at below trade price 
VAT and Delivery included 

ALIENS VS PREDATOR 94% 28 99 

BALDURS GATE & TALES OF THE 
SWORD COAST DATA CD 95% 21 .99 

CHAMPIONSHIP MANAGER 3 93% . 24 49 
CHAMPIONSHIP MANAGER 

SEASON 1999/2000 22.49 

CIVILIZATION: CALL 

TO POWER 92% 14.99 

COLIN McRAE RALLY 93% 12.99 

COMMAND & CONQUER: 

TIBERIAN SUN 90% 28.99 

COMMANDOS AMMO PACK 23.99 
(Behind enemy lines + Beyond the call of duty) 
CURSE OF MONKEY ISLAND 94% ,,. 13.99 
DARK FORCES 2 - JEDI KNIGHT 

DOUBLE PACK 94% 13.99 

DIABLO 2 29.99 

DISCWORLD NOIR 90% 26 49 

DRIVER 83?'o 28.99 

EUROPEAN AIR WAR 87% 17.99 

FA PREMIER LEAGUE 

FOOTBALL MANAGER 2000 17.99 

FALCON 4.0 95% 17.99 

FIFA 2000 28 99 

FINAL FANTASY VII (7) 100% 16.99 

FREESPACE 2 (CONFLICT) 27 99 

GABRIEL KNIGHT 3: BLOOD OF 

THE SACRED 25.99 

GP 500 80% 25.99 

GRAND THEFT AUTO (18) 92«/o 15 99 

GRAND THEFT AUTO 2(18) 27.99 

HALF-LIFE 95% 24 99 

HALF-LIFE EXPANSION: OPPOSING 

FORCE (Requires Halt - Lite) 19.99 

HIDDEN & DANGEROUS 93% 25.99 

HOMEWORLD 94% 25.99 

INDUSTRY GIANT 9.99 

JAGGED ALLIANCE 2 23,99 

JIMMY WHITE S SNOOKER 2 - 
CUEBALL88% 21.99 



KINGPIN 92% 28.99 

MARY KING RIDING SCHOOL 15,99 

MICROSOFT AGE OF EMPIRES 2: 

THE AGE OF KINGS 34.99 

MICROSOFT FLIGHT SIMULATOR 

2000 PROFESSIONAL 54.99 

MICROSOFT FLIGHT SIMULATOR 98 
PLUS WORLD OF FLIGHT 15.99 
MICROSOFT MIDTOWN MADNESS , ,. 29.99 

NOMAD SOUL 25 49 

PHARAOH 28.99 

PREMIER MANAGER 99 85<^ 9.99 

QUAKE 2 97% 16 99 

QUAKE 3 ARENA 28 99 

RAINBOW SIX 93% 14.99 

RAINBOW SIX GOLD PACK 21.99 
(Rainbow Six & Eagle Watct^ Data CD) 

RAINBOW SIX: ROGUE SPEAR 27.99 

ROLLERCOASTER TYCOON 91% 24 99 

ROLLERCOASTER TYCOON 

DATA CD 13.99 

STAR FLEET COMMAND 83% 26.99 

STAR TREK - BIRTH OF THE 

FEDERATION 91% 25.99 

STAR WARS - EPISODE 1: THE 

PHANTOM MENACE 29.99 

SYSTEM SHOCK 2 95% 28.99 

THEME PARK WORLDS 28 99 

THIEF GOLD 12.99 

TOCA TOURING CARS 2 93% 19.99 

TOMB RAIDER 3 19,99 

TOMB RAIDER 4 - THE 

LAST REVELATION 27 49 

UNREAL TOURNAMENT 90% 28.99 

VICIOUS COMPILATION 
(Carmageddon 2. Resident 

Evil 2 & Unreal) 22.99 

WORMS ARMAGEDDON COLLECTION ... 1 6.99 

Top PC Non-Games 

AMIGA EMULATOR 98 7 99 

DANCE EJAY 2 > FREE SAMPLE KIT ... 21.99 

FAMILY TREE MAKER V.6.0 29.99 

LINUX 6 2 (SUSE) - OFFICE SOFTWARE... 25 99 

MS WINDOWS 98 UPGRADE 75.99 

PHILIPS FREESPEECH 98 7.99 




I op ru Maraware 

Massive range. Best quality. Lowest prices 
Fitted for £12 in any Special Reserve shop. 
Delivery and VAT included. 

3Dfx VOODOO 3 2000 16 MB Graphics Card 78.99 
3Df X VOODOO 3 3000 16 MB Graphics Card 1 22.99 

CREATIVE LABS RIVA TNT 2 32MB Graphics Card 1 29.99 

SOUND BLASTER 16 PCI STEREO SOUND CARD 27.99 
SOUND BLASTER LIVE! PLAYER 1024 

PCI SOUND CARD 46.99 



HP SURESTORE 75701 24x 2x 2x 
INTERNAL CD RE WRITER 
CREATIVE CD-RW BLASTER CD STUDIO 
24x 4x 4x INTERNAL CD RE WRITER 



SAVE £32 1 




1 








INTiRNAL S6K 



f HEWLETT PACKARD INK CARTRIDGE 

DESKJET SIX. 695C.693C.694C 690C- ■ v 



COLOUR: 

• " : 21.99 



REGISTER ANY CO UK DOMAIN NAME 

: .S MB WEB SPACE A HOSTED FREE 

FREE E-MAIL AND 2 YEAR NIC FEE 

ONLY AT WWW FREEOLA COM ♦ VAT 



Console Modness 

SAVE at least El 5 when you buy a genuine UK internet-ready DREAMCAST 
With any game. Grab your FREE extra controller and FREE memory card with 
every PLAYSTATION or NINTENDO 64. SAVE E5 on the new NEO GEO Pocket 
or Save £4 on GAMEBOY and get a FREE mains adaptor. Try before you buy 
at any Club Shop. 10% deposit, 0% APR* and nothing more to pay for 9 
months subject to status. Vast range of discount games and peripherals. 



Sp ecial Reserve Big Club Shops 

EASY PARKING 





10 TOP BRANDED CD-R RECORDABLE CDs 13.99 
25 TOP BRANDED CD-R RECORDABLE CDs 29.99 
50 TOP BRANDED CD-R RECORDABLE CDs 55.99 

CREATIVE LABS 48X INTERNAL CO ROM DRIVE 39.99 

PANASONIC 6x 32x INTERNAL DVD DRIVE 67.99 

PIONEER 6x 32x INTERNAL DVD DRIVE 

WITH BLADE RUNNER DVD 79.99 

INTERNAL 3.5" FLOPPY DISK DRIVE 14.99 

10 VERBATIM 2HD 3.5" DISKS 6.99 

HARD DRIVE - FUJITSU 6.4 GB 81.99 1 

HARD DRIVE - SEAGATE MEDALIST 8.4 GB 94.8 

HARD DRIVE • SEAGATE MEDALIST 17.2 GB 149.99 I 

DIMM - 32 MB RAM 66 OR 100 MHz 44.99 1 

DIMM -64 MB RAM 66 OR 100 MHz 79.99 1 

DIMM - 128 MB RAM 66 OR 100 MHz 159.99 1 

DIAMOND SUPRA INTERNAL 56K V.90 MODEM 37.99 ^ 

DIAMOND SUPRA EXTERNAL 56K V.90 MODEM 59.99 

FREEOLA INTERNAL 56K V.90 PCI /MODEM 24.99 

FREEOLA EXTERNAL 56K V.90 MODEM 48.99 

MUSTEK PARALLEL SCANEXPRESS 600CP 

COLOUR FLATBED SCANNER 42.99 

MUSTEK PARALLEL SCANEXPRESS 12000P 

COLOUR FLATBED SCANNER 58.99 



Winacar.co.uk £1 Million prixes 



BASILDON. ESSEX 01268 287776 

Festival Leisure Park. 1 mile off A127 
BRISTOL 0117 924 5000 

351 Gloucester Road (A38). Nth of City 
CHELMSFORD, ESSEX 01245 348777 
43 Broomfield Road. Near bus station 
I EGHAM, SURREY 01784 473444 
168 High Street. 1 mile J13 off M25 



PC UPGRADES 

(£12 to fit any Item) 

PC REPAIRS 

(£30 plus parts) 

OPEN TIL 8PM 

(10am to 5pm Sun) 

NOTTINGHAM 0115 949 1000 

164 Derby Road. Stapleford. 
2 miles J25 off Ml. Nr Pizza Hut 
SAWBRIDGEWORTH 01279 322399 
The Mailings. Station Road 
Not far from Ml 1 junctions 7 or 8 
UPMINSTER, ESSEX 01708 225544 
209 St Mary's Lane. 2 miles J29 off M25 




GRAVIS GAMEPAD PRO 19.99 

MICROSOFT INTELLIMOUSE EXPLORER 44.99 

MICROSOFT SIDEWINDER GAMEPAD 24.99 ■ 

MS SIDEWINDER FORCE FEEDBACK WHEEL-f 

MONSTER TRUCKS 2 AND PRECISION RACING 97.99 

SAITEK CYBORG 3D JOYSTICK 32.99 



Special Reserve Discount Networic 

UKGAMES.COM Cheapest games, thousands of 

reviews, news, video clips, release dates, charts and special offers. 



UKCHEATS.COM 
UKDREAMCAST.COM 
UKHANDHELDS.COM 
UKP0KEM0N.COM 



UKN64.COM 

ukplaystati0n.com 

ukplaystati0n2.com 

ifree.co.uk 



UKCOMPUTING.COM . . . From leads to Pentium CPUs • we 
stock a massive range of PC Upgrades, all at incredible discount prices. 
UKCDR0M.COM UKRAM.COM 
UKDVD.COM UKS0FTWARE.COM 
UKPRINTERS.COM MAXXPC.COM 

FREEOLA.COM The UK's best FREE internet service 

ever - by far. No CD needed, FREE Technical Support, choice of 
800 e-mail addresses e.g. Englandfans.com. Lots more - just log on 
UKSH0PPING.COM ... All UK shops - only UK shops 

FBFANTASY.COM It's free too - our £5000 Football game 

WINACAR.CO.UK Lots of free competitions and cars to win 



9 change • p)eas« phora SAVE • Saving off full rtcommended price. Sent to preii 9n2M. C I ^ 
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British Airways Conc^ 
it's as real as it gets,! 

New for ^OQMMH 

3D terrain In IG-Wt colour 
12 higfi-res cities 
20,000+ airports 
12 aircraft 

British Airways Concorde 

Boeing 777-300 

Raytheon Beech King Air 350 



nulator 2000 Professional Edition now includes the 
HBBBtfflits 12 cities displayed in intricate 3D detail. 



n/looney Brauo 

Exclusiue Jeppensen NavData Database 
Global Positioning System 
Graphical flight planner 
Real-time mouing map 
New IFR training panels 
Downloadable weather updates 



Flight dynamics editor 
Instrument panel editor 
Interactive lessons by Rod Machado 
320+ page pilot's handbook 
Optimised for Pentium III Processor 



For more information uisit: wwuu.microsoft.com/uk/games/ 




¥imott 



PROFESSIONAL EDITION J 



Bell Helicopter 



FlightSafety 



.0^ 



BRITISH AIRWAYS 



Gaming Zone 



Microsoft 

Where do you want to go today? 

2000 Microsoft CoqxKation. Microsoft. Where do you want lo go todays and 
MSN are eitt>er trademarks or registered (rademarVs of Microsoft Corporatior> 
in the United States and/or other coiintnes. Other products and company 
names nwntionod herein jnay be tradenwrks of their nespective onmen. 



